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A WORD (OR TWO) ABOUT 
TRAVELLER: THE NEW ERA 
MENT Bakr] 


Fasten your seatbelts, store 
your carry-on luggage and return 
your seats to the upright posi- 
tion—it's going to be quite a ride. 
We've got 16 years worth of Trav- 
eller stuff, plus quite a bit of new 
stuff, to make available to the pub- 
lic for Traveller: The New Era. 

Things that we always wanted 
to do for earlier editions, we’ve got 
a chance to do now. RAFM is 
going to be doing aline of starship 
miniatures for us, to go with Trav- 
eller Starship Combat, as well 
as 25mm Traveller figures. We're 
working on computerized Travel- 
ler play aids, and more stuff that | 
can't really talk about yet. 

One of the things that strikes 
me when I'm working on TNE is 
the answer to the question, “What 
is Traveller about?” Well, every- 
thing basically. You can fly to any 
planet, land on it, go to any point 
on its surface, and interact with 
what you find there—critters, 
plants, aliens, you name it. Can 
you go to a world with square- 
rigged sailing ships? Yup. A world 
where they have light-sail regat- 
tas? Yup. Aworldwith flying cities? 
Yup. That takes a lot of space, 
doesn't it? You’d better believe it. 

We've got alien races and crit- 
ters that haven’t seen the light of 
print since Best of the Journal, 
and are dying to make their reap- 
pearance. We’ve got robots the 
size of battlewagons (funny thing, 
too, it even looks like a battle- 
wagon...). We've got emperors 
that won't stay dead. We’ve gotso 
much neat stuff we want to bring 
out that we'll allbe busy for along, 
long time. 

Alot of that stuff will be showing 
up in Challenge. Adventures. Es- 
says on the new system. How 
sciénce fact becomes science fic- 
tion roleplaying. Updates on who 
is.doing what where in the New 
Era. Stay tuned to Challenge to 
Stay on top of it all. 

Did someone ask if we’d give 
TNE a lot of support material? 
Was Dulinoradork? Strapin, boys. 
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Waiting for Traveller: TNE 

Recently | have heard that you are 
planning anew edition of Traveller done 
in the universal rules format found in 
such games as Dark Consplracy, 
Cadillacs & Dinosaurs, and Twilight: 
2000. All | can say is great!!! | love the 
game, even though I've played quite a bit 
of RPGs | always wound up returning to 
Traveller. When is it planned for release? 
This is certainly going to be a hot item! 

Placing it within your universal set of 
rules was an extremely good move since 
the game can cover any world from 
stone ageto space age...allowing cross- 
overs from any of your other games. At 
the same time, some referees | know 
eagerly await it as a way to boost a 
present campaign...if Twilight: 2000 
starts to bore the players, then they can 
send them racing through the shattered 
Imperium (heh, heh, keeps those boast- 
ful tough guys with big guns in line). 
Ever since it was simply ablack box with 
someone’s mayday on the front, it’s 
been a great game...and this new twist 
will simply make things better! 

One final note: Was there any clear 
planetary maps ever created for Travel- 
ler? The maps on the inside of the alien 
sourcebooks were some of the cleanest 
and clearest planetary diagrams found 
in any space RPG | played, and | won- 
dered if you sold any blank planetsheets. 
If not you might want to consider includ- 
ing such asheet inthe newone (ifit’s not 
too late). Also, do you intend to create a 
whole new line of aliens supplements? 
Although (to be honest) I can’t see why 
the present ones wouldn’t work...and 
you folks are definitely gonna need a 
break after Traveller: The New Era. 
The aliens were one of your best 
touches, from Vargr to Kafer your aliens 
were obviously the result of some very 
intelligent thinking combined with the 
wonder of what such creatures could be 
like...not a lot of people think that way. 
Final note, the way you displayed weap- 
ons recently (picture and stats in a box 
as in Dark Conspiracy and Infantry 
Weapons of the World) is an eye- 
catching touch in any of your 
supplements. You might also try doing 
the same thing with the Traveller weap- 
ons, but don’t kill yourselves with the 
overwork—this baby will sell whether it 
shows what a PGMP looks like or not! 

Enough for now, have a good one. 


Sincerely, 
Greg Higgins 


Thanks for the vote, Greg. A Blank 
World Map sheet came with the MT 
Referee’s Companion, but we won't 
have space for one in the first TNE 





book. There’s an almost infinite amount 
of referee/player aid stuff that we look 
forward to putting out for TNE after the 
first book, aliens included. Initially, we 
won't do alien books as stand-alone 
encyclopedias. Instead, we plan to re- 
introduce the aliens in specific ways 
that are tied to the New Era storyline. 


TNE Just What Doctor Ordered 

| have played Traveller since 1980 
(grade school) and have watched it evolve 
overtheyears. Theoriginal Travellergame 
was a vast bastion of enjoyment, and | 
distinctly recall several playing sessions 
during high school (especially “Twilight’s 
Peak,” so well done by a friend, and my 
own “home-grown” adventures and Striker 
battles. MegaTraveller, in my opinion, 
lacked some of the latitude of freedom in 
early Traveller, but the realism more than 
compensated. The only disasters, | be- 
lieve, occurred with the swamp of errata 
and titanic vehicle construction rules. We 
actually lost some players because of this. 
However, news of The New Era is very 
encouraging. AAB Proceedings 19 de- 
scribed some of the aspects of the new 
game, and | must admit that | am im- 
pressed. The switch to a Twilight: 
2000-type system is, in my opinion, an 
excellent move. TNE sounds like just what 
the doctor ordered. As a 12-year veteran of 
Traveller, | congratulate you on a job well 
done and | look forward eagerly to the 
publication of TNE. 


David Woodall 
Morgantown, WV 


P.S.—A 2300 AD sourcebook, com- 
pletely compatible with TNE sounds like 
an excellent idea—even non-2300 AD 
players like myself would buy a reason- 
ably compatible sourcebook. 


Challenge magazine welcomes your 
letters. The opinions presented do not 
necessarily reflect those of the maga- 
zine. Challenge reserves the right to 
edit letters. Write to Challenge Letters, 
Managing Editor, PO Box 1646, Bloom- 
ington, IL 61702-1646 USA. 


CLARIFICATION 
We previously announced that, 
pursuant to the wishes of Palladium 
Books, we would refrain from any 
future coverage oftheir products. We 


have now been informed by Palla- 
dium Books that this ban was 
intended only to apply to articles, not 
to reviews. Therefore, we will, from 
time to time, continue to publish re- 
views of Palladium products. 
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The time machine has yet to be built in our world. However, in Dark 
Conspiracy, you can learn to walk through dimensions. The Proto-Dimensional 
Compendium provides you new dimensions to explore. Each new dimension is 
presented in adventure format, describing how player characters discover them, 
what they encounter within, and how they might get out again. Covered in this 
compendium are more than 12 dimensions to 


explore, as well as a multitude of information for the 
referee so that the dimensions can be used EDV 
repeatedly within a Dark Conspiracy campaign. 


GDW: 2109. $12. 
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Twilight: 2000 


| served in ‘Nam as a supply officer. Came back and settled down in 
my old hometown. Took out a loan, set up shop and ended up with the 
most successful general market in the county. 

| was too old for the Twilight War, but it affected me anyway. Looting, 
food riots, constant supply problems, security costs through the roof— 
it almost fell apart in the early years. Even now, it’s not easy supplying 
an entire town with the necessities. Gives me the willies sometimes. 

Still, things could be worse. Patentown’s got an ace-in-the-hole that 
keeps us running, even turning the marauder problem into a plus. 

Patentown, GA, September 2001 


orthern Georgia in Twilight: 2000 is a terrorized area, but numerous 
towns are organized cantonments. One of those cantonments is 
Patentown—a former piece of small town America serving blue collar 
factory workers and their families. The old industries have closed down 
butthe physical locations of the plants are largely intact, so some of the machinery 
is used by the town council to keep the place running. This practice also provides 
jobs and generally gives armed, scared people something creative to do. 

The population is estimated at 2200, roughly a 50% reduction since the strike 





If the marauders 


steal things, fine. 





on nearby Dobbins AFB and the subsequent chaos. Patentown’s surrounding 
countryside is dangerous but not quite anarchistic. Use the Fortified Village 
map from Twilight Encounters or the boxed set of Twilight: 2000 2nd edition 
to represent Patentown. Building locations may be improvised to your taste. 

Food supplies are a problem in Patentown, especially when coupled with 
a drought. Georgia suffers from a plague of marauders, and Milgov isn’t 


We’ll just 


steal it back. 





always around to help. There’s a well armed militia of 400 men consisting of 
former soldiers, national guardsmen and survivalist civilians. Patentown’s 
real avenging angels, however, are Avery’s Raiders. 
AVERY’S RAIDERS 

Avery’s Raiders are agroup of 170 Elite Georgia National 
Guardsmen led by an ex-marine, John Lucas Avery. 
Avery founded the Raiders in response to the marauder 
problem and operates under an unusual premise: If the ma- 
rauders steal things, fine. We’ll just steal it back. 

Avery’s guard unit was destroyed in Europe, so he feels 
he has been unofficially discharged from 


Challenge 69 7 


8 


John Lucas Avery 


Commanding officer, Avery's Raiders 

Rank: 1st lieutenant 

Rads: 10 

Initiative: 4 

Age: 33 

Service Branch: US Marines, Force Recon 

Skills: 

STR: 4 

Heavy Weapons: 1 
Melee Combat: 2 
Small Arms: 4 
Thrown Weapon: 2 

AGL: 5 

Stealth: 1 
Wheeled Vehicle: 3 
CON: 7 
Swimming: 3 
Motorcycle: 2 
CHA:5 
Leadership: 4 
INT: 5 
Observation: 3 
EDU: 6 
Computer: 2 

Avery was a computer technician's son from 
Atlanta who became fascinated with military 
hardware and entered National Military Acad- 
emy after high school. Avery entered as a ma- 
rine, rising through the ranks in Force Recon. 
When the war broke out, his 225th Marine 
Expeditionary Unit, with Avery as its leader, was 
one of the first to cross the border when the 
Bundeswehr began to falter. The 225th landed 
near Murmansk in mid-1997 to cut off Soviet 
marines retreating eastward and quickly mopped 
up enemy units in its region. 

For nearly a year, the 225th served with 
distinction in this area before a tactical nuclear 
strike coupled with aswiftcounterattack trampled 
the unit in late 1998. Avery was one of the 
survivors, but could not face the war any longer. 
He brought the remains of the 225th out of 
Europe in 1999 during the evacuation, and the 
unit disbanded on the return home. Avery 
founded the Raiders six months later. 





Challenge 69 


the marines. But the rest of Raiders— 
although they stay with Avery and oper- 
ate only out of Patentown—still con- 
siderthemselves members of the guard. 
After all, they are still defending the 
interests of Georgia, which was their job 
to begin with. There was talk of incorpo- 
rating the Raiders into the local national 
guard and making it a Milgov unit, but 
Avery would like to remain independent 
as long as possible. 

Avery’s unit is an Elite team com- 
prised of the remains of numerous ele- 
ments: Georgia National Guardsmen, 
Elite law enforcement agents, well- 
trained civilians and survivors of the 
225th Marine Expeditionary Unit. All are 
armed with military issue weapons. The 
team travels in two M60 tanks, an M1, 
an M2 Bradley, two M113s and five five- 
ton trucks. The trucks are mounted with 
M60 MGs and have improvised armored 
plates along the sides. 


REFEREEING THE ADVENTURE 

The PCs may wanderinto Patentown 
while marching through Georgia and be 
asked to join the local militia. Or they 
may be approached by Avery’s Raiders, 
orbe taken as marauders and attacked. 
(If the latter happens, Avery’s Raiders 
do take prisoners, so the PCs will end 
up in Patentown anyway.) New PCs 
may already be members of the town 
militia. 

Whatever the case, the PCs are in 
Patentown when a crisis arises—the 
food supply is running extremely low. 
Normally, overproduction and aggres- 
sive trading with othertowns would cover 
the difference, but word comes early 
one morning that marauders have de- 
feated the militia of Hillsboro, a small 
town Patentown regularly trades with, 
and stripped the town dry. Surviving 
refugees are telling horror stories. 
Hillsboro was the closest community to 
Patentown, and it’s too late in the trad- 
ing season to mount up another convoy. 
Besides, other towns’ surplus stocks 
are dry, and everyone is preparing to 
settle into winter quarters. 

Avery’s Raiders intend to hunt down 
and destroy the marauders that attacked 
Hillsboro, secure the stolen goods, and 
redistribute them so Patentown and the 
survivors of Hillsboro all get a share. 
Because of their extensive military ex- 
perience, the PCs are asked along for 
the trip. The Raiders especially need 
people proficient in Tracking, Scroung- 
ing and Observation, since their first 
stop will be Hillsboro. 


MARCH 
Getting to Hillsboro requires a 15- 


mile march south down Interstate 225. 
It’s a large, modern freeway, but the 
countryside is wild, and the roads aren't 
in the best of shape. 

During the march, random encoun- 
ters may be rolled at will to keep things 
interesting. When these rolls are made, 
there is a 40% greater chance the group 
encountered will be refugees flooding 
toward Patentown. 

One mile outside the city, the PCs 
find a vehicle hidden in the overgrown 
foliage (Average: Observation) on the 
side ofthe road. The vehicle is awrecked, 
eight-ton cargo truck. Debris is scat- 
tered all over the place, and it looks as 
though the contents were evacuated in 
a hurry. An Easy: Mechanic check will 
show thatthe engine’s ball bearings are 
totally stripped, and the fuel system is 
badly damaged from lack of mainte- 
nance. The tires have been stripped as 
well. The truck is painted in faded US 
Army camouflage, but the old markings 
have been crudely painted over with 
obscene graffiti, gang names and a 
hand-drawn depiction of a human skull 
with a knife running through both eye 
sockets. This is the symbol of the Road 
Blight, the marauder gang that destroyed 
Hillsboro. Neither the PCs nor the Raid- 
ers will be familiar with this symbol (the 
gang is not local). 


HILLSBORO 

Hillsboro is another fortified village, 
maybe one-third the size of Patentown. 
The main wall has been shattered by 
explosions in five places, and columns 
of smoke can be seen from five miles 
away. Inthe center of the town, the PCs 
find lots of bodies, mostly dead militia- 
men dressed in guard uniforms. Many 
civilians lie with them, brutally slain. The 
center of the town shows signs of a 
massive firefight, and the majority of the 
buildings are smoldering husks. The 
outer rings of the town are more intact, 
although a number of buildings there 
have been looted. 

Once the town has been thoroughly 
searched, Avery will order the bodies to 
be lined up and covered with tarps. He 
will also order the men to deal with the 
fires raging out of control, if there are 
any. The PCs are welcome to help and 
will be “volunteered” if they have the 
appropriate skills. 

A handful of survivors are scattered 
around the ruins. These are civilians of 
varied gender and age. When the PCs 
find them (DIF: Observation), the survi- 
vors will be huddling in corners or be- 
hind barricaded doors. Getting them to 
come out, other than by using physical 
force, will require DIF: Persuasion rolls 
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and lots of roleplaying. Failing that, 
measures such as breaking down doors 
will be needed since the survivors are 
quite shell shocked. 

Providing the survivors with food and 
drinking alcohol is the first step toward 
getting them to talk. If the PCs have no 
such supplies, some must be acquired 
from the town stores, which may result 
in a scavenger hunt at the referee’s 
discretion. The Raiders won't be of any 
real help here because they travel light. 

Getting any real information out of 
the survivors requires an AVG: Persua- 
sion or DIF: Interrogation roll. Using 
interrogative methods will yield little 
because the survivors will not respond 
to harsh questioning. If the PCs fail to 
get anywhere, Avery willtake over. Even- 
tually, the following tale will emerge: 

The marauders hit around four in the 
morning, starting by firing five times at 
the town wall. Allfive shells hit, knocking 
huge entrance points in the wall. Their 
men flooded into the town using mass 
storming tactics, basically trampling 
anything that got in their way. 

The shooting started when the militia 
assembled. Thingsgotvery confusedthen, 
and noone’ssurejust what happened. The 
gang leader was so incensed at meeting 
resistance that he ordered the whole town 
sacked and burned, but the sun was com- 
ing up andlosses were on the high side, so 
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the gang members withdrew before they 
had time to destroy everything. They 
dragged away their casualties and disap- 
peared. 

There were roughly 300 marauders 
armed with a variety of weapons. The 
gang seemed to be on foot and wore a 
variety of clothes, although they all wore 
the same symbol of a human skull on 
their jackets. 

Upon piecing together the survivors’ 
stories, Avery will send a contingent of 
25 men to escort the survivors to 
Patentown in two M113s. The rest of the 
Raiders will be ordered to saddle up, 
and the hunt will begin. 


HUNT 

How this part of the adventure goes is 
really up to the players and referee. The 
PCs and the Raiders will most likely 
succeed, but finding a trail depends on 
an initial DIF: Observation roll to notice 
oldtreadtracks leading off intothe coun- 
tryside. Actually following up on the 
tracks and seeing where they lead re- 
quires a DIF: Tracking roll. If the PCs 
can’t accomplish this, some of the Raid- 
ers may help, atthe referee’s discretion. 

Assuming the trail is followed, a 30- 
minute march brings the PCs through 
rough country and small roads. Ran- 
dom encounters are at the ref’s discre- 
tion, but things should run smoothly. 

When the 30 minutes 
are up, the PCs (or the 
Raiders) find another 
marker—shallow graves 
containing 10 dead ma- 
rauders behind a ram- 
shackle house in the 
middle of nowhere. Find- 
ing the graves requires 
an AVG: Observation roll. 
The dead marauders are 
all wearing Road Blight 
colors. 

In the house, two gang 
members have been left 
behind. They’re Veteran 





where the Road Blight usually camps 
out—in an abandoned rock quarry afew 
miles from the house. 

The marauders are composed of 225 
men, mostly Veterans armed with a 
variety of pistols, rifles and submachine- 
guns. The gang leader and his 10 offic- 
ers, all army deserters, are Elite NPCs. 
The gang does not have endless 
amounts of ammunition or access to 
heavy weapons, but all the personal 
hardware is quite modern. The gang 
rides in two five-ton cargo trucks, one 
18-wheeler trailer, an M278 CEV with 
the winch removed, an M60, and an 
M577A CP with the M2HB and most of 
the electronics (which didn’t work any- 
way due to EMP) removed. These have 
been replaced by a TOW Il launcher 
with three missiles available. These 
vehicles are not in the best of shape, 
and all are covered in graffiti. The main 
guns on the two tanks still work, how- 
ever, and there are a handful of shells 
for each. 


ATTACK 

Avery will wait until nightfall to attack. 
At 2245, the Raiders will move out to- 
ward the quarry, where the M60 will be 
topside with orders to guard the down 
ramp. The quarry is out in an open 
field,so sneaking up on it will be impos- 
sible. The M60 will spot the Raiders 
three minutes into their approach and 
open fire. It willtake the Road Blight four 
minutes to fully assemble. 

The Raiders must capture the aban- 
doned warehouse without destroying it. 
Unless the PCs want to fight a long, 
bloody battle, the marauders might not 
bekilled tothe last man. When the battle 
begins to go badly for them, they will 
retreat, burning the warehouse behind 
them. How the PCs solve this problem 
is up to them and Avery. 


CONCLUSION 
Ifthe warehouse was destroyed, then 
the supplies were ruined, but atleast the 
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OPERATION: 





ajor Brace Preheimis a soldier from the old 
school. He’s old enough to remember the 
days when the US was an undisputed 
superpower of the world, and he doesn’t 
like mercs. That’s why it’s such a surprise 
when he contacts the PCs. Though loath to 
do so, he has orders to hire a merc unit. 

The PCs are to recon a suspected terrorist camp 
located in the African country of Gabon, in some 
proximity to Okandja. The PCs are to find the exact 
location of the camp, define its perimeters and deduce 
the number of terrorists. The military will send in 
special forces once they get the intelligence informa- 
tion. The PCs shouldn't have to fire a shot. Right. 

Preheim is authorized to pay the PCs $30,000 upon 
completion of the mission. The military will also pro- 
vide some supplies (Such as gear and ammo, but 
excluding weapons). 





ENTRANCE AND DEPARTURE 

The action in this adventure all takes place in the 
jungle, sono map is needed. The PCs will be dropped 
by parachute about five kilometers from Okandja. If 
they have any vehicles, the military will risk the landing 
and set down in a cargo helicopter. They will be 
retrieved by the same helicopter that brought them in. 
The pickup pointis a small clearing by the lvindo River, 
200 kilometers northwest of Okandja. The mercs have 
exactly 36 hours to make it to the zone. 


COMBAT 
The terrorist camp is patrolled regularly, and fre- 


quent forays into the forest are known. One patrol, in 
particular, is set up to encounter the the PC unit. 


assy 


Mere: 2000 


_ interesting future adversaries for the PC unit. Q 





The combat sequence could take place during any 
turn, depending on the course of action of the PCs. 
Remember that vehicles might not be an asset in the 
forest. The PCs will have 15 combatturns to finish the 
main patrol. After that, more patrols will enter the 
forest in search of the PCs. Once that happens, the 
PCs will be forced to make a run for it. 


NPCS 

Etienne Tronga: Trongais a high-level member of 
this terrorist cadre and a native of Gabon. It was 
Tronga’s idea to set up a camp in his disordered 
country. Tronga is totally ruthless and won't stop 
attacking the PCs until he is dead. Trongais a Veteran 
NPC and is accompanied by five terrorists. 

Skills: Foraging: 4, Leadership: 5, Melee Combat: 
4, Observation: 4, Small Arms: 6 and Stealth: 5. 

Weapons: M1933 Tokarev, G3 with four extra clips 
and four frag grenades. 

Terrorists: The five terrorists are Experienced NPCs. 

Skills: Armed Melee: 3, Observation: 2, SmallArms: 
4 and Stealth: 3. 

Weapons: M1933 Tokarev, G3 with four extra clips 
and four frag grenades. 


AFTERMATH 

Preheim grudgingly pays the PCs for successful 
completion of the mission. The PCs are free to keep 
any gear they confiscated, as Preheimwants the PCs 
out of his face as soon as possible. The military will 
take the PCs to their original location; after that, the 
PCs are on their own. If Tronga survived the combat, 
he and his terrorist accomplices may prove to be 
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Regent Brzk has been assassinated, 
throwing the League of Antares into chaos! 


Passing of 


the Flame 


By James Maliszewski 


egent Brzk of the League 
of Antares has been as- 
sassinated in a terrorist 
attack, throwing the 
League into chaos. The 
archducal station Cherise, 
home of Regent Brzk and 
most of the government 
of the League of Antares, was lost with 
all hands after an uncontrolled fusion 
reaction inthe station’s power plant. For 
additional details, see the current edi- 
tion of Traveller News Service (page 
31). 

Since Brzk’s renunciation of the Im- 
perium in 1123 and his subsequent adop- 
tion of the Julian-style title of “regent,” 
many humans in Antares felt that their 
leader’s sympathies lay with the Vargr 
and the Julian Protectorate, not with the 
culture and traditions of the Third Impe- 
rium as he so often claimed. Now, riot- 
ing and civil unrest have destroyed or- 
der even within the Safe area of the 
League. Human and Vargr are set 
against one another as the government 
slowly collapses into anarchy. Despite 
the best efforts of many, the League of 
Antares will soon break up into a collec- 
tion of fractured and squabbling worlds, 
thereby ending all for which Brzk has 
striven since the Rebellion. 

This adventure takes place in 1129 in 
the weeks following the assassination 
of Regent Brzk and most of the League 
government. The PCs are agents of the 
Antarean intelligence agency Trasilon 
who have been summoned to the world 
of Mordred (Antares 1012 C110552-8) 





in order to receive new orders bearing 
on Trasilon’s perhaps final operation, 
Project Vesta. 


AT MORDRED 

Mordred is an unimportant world in 
the Outlands of Antares sector. Trasilon 
chose it for this reason to be a meeting 
point for teams surviving the unrest of 
recent weeks. When the PCs arrive 
there, they are ushered into the office of 
Commander Zuekzarr Ghallraer, an old 
Vargr who heads up what remains ofthe 
once-great intelligence network. 

Commander Ghallraer explains that 
Trasilon is engaged in what may be its 
final operation as a cohesive organiza- 
tion, Project Vesta. Project Vesta is a 
plan to prevent some of Brzk’s policies 
from dying with the regent himself. A 
small number of key League govern- 
mental and military officials are to be 
smuggled out of Antares, through the 
Outlands and Wilds, into nearby Lishun 
sector. There, in the friendly interstellar 
polity known asthe Confederate Worlds 
of Ot Zell, these officials will set up an 
Antarean government-in-exile and bide 
their time until they can return to restore 
the League project which has the poten- 
tial of salvaging at least something of 
Antares to be held intrust forthe coming 
of a better time. 

Ghallraer adds that multiple teams 
will be operating in the sector to rescue 
League officials stranded or held cap- 
tive on various worlds. The PCs are to 
pilot a free trader (armed with weapons 
of the PCs’ choice) to the world of Ryan 
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(1014 Antares D868543-8), a member 
of the interstellar polity known as the 
Antares Ring Cluster (ARC) Confed- 
eration. The ARC was once part of the 
League but has since seceded. It now 
maintains a policy of xenophobia and 
hostility to the goals of the League. As 
such, Antarean officials trapped onARC 
worlds have been taken prisoner and 
scheduled for execution. The PCs must 
free these officials, like Admiral Cyrus 
Djoulikian, in order to begin their mis- 
sion. 

After they have completed the res- 


18 Challenge 69 





cue, the PCs must travel spinward to 
Ereshkigal (0716 Antares A300510-A). 
There, they will meet up with other offi- 
cials they must transport to Lishun. The 
final leg of their mission consists of a 
treacherous journey through the Out- 
lands and Wilds of the subsector until 
they reach Ambemshan (0216 Antares 
A445700-9), where a transport vessel 
awaits to take them all into Lishun and 
the Confederated World of Ot Zell. 


Ryan 
Ryan, like all ARC worlds, is rapidly 







becoming a xenophobic and hostile 
world. Racism aimed at Vargr is at an 
all-time high, and mostinhabitants blame 
what remains of the League govern- 
ment for their troubles since the onset of 
Hard Times. In many ways, Ryan is 
quite typical of the worlds of Antares 
since the death of Brzk and the general 
crackup of factional government. For 
these reasons, League officials were 
bound to be incarcerated as convenient 
scapegoats in these troubled times. 

Ryan’s starport has degenerated con- 
siderably since Hard Times and today it 
is little more than a large plateau area 
paved over with concrete. There is no 
starport authority and nothing in the way 
of traffic control. Ryan’s xenophobia 
might make the PCs’ sudden arrival 
appear provocative. Therefore, the PCs 
should decide whether or not they wish 
to land at Ryan’s starport. If they do not, 
they will have to select another site 
where they will not attract so much 
attention, but from which they will have 
to travel in order to reach the capital city 
of Donssen and its prison. 


Choices 

The PCs are thus presented with two 
methods of approach to Ryan’s capital. 

Landing at the Starport: The first 
choice has them landing at the starport. 
Should they do this, they will be met at 
the tarmac by a squad of adozen militia- 
men wearing jacks and wielding shot- 
guns. The militia commander, Darren 
Lagarur, will question the PCs about 
their business on Ryan. Persuading him 
to believe their story is a task for the 
PCs: 


To convince the militiacommander of 
their good intentions: 

Difficult, Persuasion or Leader, Int, 5 
minutes. 

Referee: Failure results in the militia- 
men taking aggressive action against 
the PCs. 


Should the PCs convince the militia 
leader of their good intentions, he will 
charge them Cr1000 in gold in order for 
their ship to remain unmolested for a 
week at the starport. 

On the other hand, if the PCs fail to 
convince the militia leader, they will find 
themselves under arrest for unspecified 
crimes against the “sovereignty of the 
polity.” The PCs can fight the militiamen 
or to be detained by them. If they fight 
and defeat the militiamen, they will be 
wanted by the local authorities, and 
their ship will definitely be impounded. If 
they allow themselves to be arrested, 
they will be stripped of their weapons 
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and equipment, then thrown into prison 
with their fellow Antareans. 

Landing Elsewhere: Ifthe PCs choose 
to land their free trader elsewhere than the 
starport, this is awise move, although itcan 
prove tricky to an inexperienced pilot. Suc- 
ceeding is a task: 


To land the free trader elsewhere 
than the starport without mishap: 

Difficult, Pilot, Dex, 5 minutes (fate- 
ful). 

Referee: Failureindicates damageto 
both the PCs and their starship. 


Success at the task means the PCs 
have set their ship down in the wilder- 
ness which surrounds Donssen city. 
Using their ships’ air/raft, the PCs can 
then journey to the city with little fear of 
being accosted by the locals. 


Encounters in Donssen 

As the PCs explore the city and pre- 
pare for the rescue of Antarean officials 
from the prison, they see and hear a 
number of things which give them an 
idea of the situation on Ryan. Things are 
getting very bad. As loyal agents of the 
League of Antares, they should become 
disgusted by the depths to which this 
world has sunk since Brzk’s death. The 
following are but examples of the sorts 
of things they might encounter: 

@ Amember of the human suprema- 
cist group called Superioriti preaching 
on the street and blaming the Vargr for 
Antarean problems. 

@ Local militiamen patrolling the city, 
often randomly questioning “suspicious” 
individuals. 

® Politicaldiscussions among people 
in which most seem to advocate cutting 
off nearly all contact with other worlds 
since such contact is “what brought us 
the Rebellion and the Hard Times.” 

In short, Ryan’s people are not doing 
very well. Their outlook is becoming 
insular and their field of vision very 
narrow. Even if Brzk’s assassination 
had not accelerated the process, it 
should be obvious that the League of 
Antares was, like most of the other 
factions, doomedto eventual failure and 
collapse. 


Prison 

Theprison onthe outskirts of Donssen 
is the eventual goalofthe PCs ifthey are 
to rescue Admiral Djoulikian and his two 
companions. There are several ways to 
gain access to the prison. The referee 
should be prepared to adjudicate these 
based on the information given. 

Attack: The first and most obvious is 
to attack the place, killing the guards 
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and launching an old-fashioned jail 
break. If the PCs are well-armed and 
skillful, such a plan might indeed work. 
There are 20 guards on duty at the 
prison, two in each tower and in the 
guard house, and one in each barracks 
area. All wear jack and carry auto rifles. 
Djoulikian and his compatriots are be- 
ing held in the Antarean prisoner bar- 
racks. No one else is in that area. The 
other barracks hold a mix of prisoners, 
all of whom wish to escape. 

Surrender: The second way to gain 
access to the prison is to be captured. 
This can happen in a number of ways, 
the easiest being to attack the militia- 
men atthe starport as described above. 
Once captured, the PCs will be thrown 
in with Djoulikian and the others. They 
will have to devise a plan to get a 
weapon away from one of the guards. 
Then, they will have to begin their jail 
break as they see fit, hoping they sur- 
vive against the guards. 


Escape from Ryan 

Once the PCs have freed the 
Antareans, they must still get off-planet 
alive. Depending on how successful 
they were in defeating the guards at the 
prison, they may or may not have an 
easy time leaving the planet. If the PCs 
quickly and stealthily killed every guard, 
they should be able to leave without 
much resistance. If they did not do so, 
they will be pursued. Any surviving 
guards will chase them in two air/rafts 
which the local military has stored up for 
such occasions. Upto five guards can fit 
into one air/raft. 

The guards will chase the PCs back 
to their starship. If the PCs are docked 
at the starport, they will meet more 
resistance from the half-dozen guards 
stationed there. Even if they are not 
being pursued, they will still be ques- 
tioned about the three men leaving with 
them. Convincing the guards to ignore 
them is a task: 


To bribe the starport guards: 

Difficult, Bribery, Persuasion, Instant. 

Referee: Failure results in the guards 
attacking the PCs as rebels. 


Thus, the PCs have quite a battle 
ahead of them no matter what they 
choose to do. The prisoners are consid- 
ered quite valuable and will not be al- 
lowed to escape easily. 


INTO THE OUTLANDS 
When the PCs finally escape off- 
world, they will be beginning the second 
leg of their mission. From here, they 
must proceed to the world of Ereshkigal 


(Antares 0716) in order to pick up three 
more Antarean officials. A subsector 
map is included in order to help them 
navigate through the uncontrolled space 
of Antares sector. 

During their time in transit, Admiral 
Djoulikian will thank the PCs profusely 
for their help. He explains that Project 
Vesta has long been acontingency plan 
of the League in order to save key 
personnel should the unthinkable hap- 
pen. Since 1125, Trasilon has suspected 
that the Rebellion would not so much 
end as wind down, with frightening re- 
sults. As such, Vesta was conceived as 
a way to ameliorate the worst of these 
results. The Confederated Worlds of Ot 
Zell have been friendly with the League 
throughout the Rebellion, so they are a 
natural place to begin rebuilding. Ot Zell 
is safer and more orderly than is the 
core of Antares nowadays. 

During the PCs’ journey through the 
Outlands and Wilds of the subsector, 
use the ship encounter table found on 
page 91 of Hard Times. The subsector 
is rife with raiders of all sorts. Before the 
onset of Hard Times, the region was 
controlled by Vargr corsairs of the An- 
tares Pact. While most of these corsairs 
have since disappeared, more than a 
few still exist, and they are more rapa- 
cious than ever before. 


Ereshkigal 

Ereshkigal is one of a few fairly high- 
tech worlds with a decent starport lo- 
cated in the Outlands of the sector. As 
such, it was a natural stopping-off point 
forthe three other officials the PCs must 
pick up. Ereshkigal is a corporate state 
at present. The Ereshkigal Resource 
Consortium (ERCon) controls the planet 
and its few remaining resources inorder 
to keep the world from sliding into 
oblivion. ERCon is not the best of gov- 
ernments, but it is trying. 

Upon arriving at Ereshkigal, the PCs 
will meet with Sandra Rhees, ERCon’s 
representative to outsiders. Rhees wel- 
comes the PCs and takes them to the 
other Antareans. When they reach the 
others, the PCs are surprised to find 
only two instead of three. Rhees ex- 
plains that the other Antarean, Dr. Colin 
Shakar, left recently aboard another star- 
ship for the world of Kheskam (Antares 
0611 D8C5865-6), a failing world to 
coreward. Dr. Shakar was appalled to 
learn the state of Kheskam and decided 
to help the planet as best he could. The 
other two officials wanted to go as well, 
but they thought they should wait until 
the PCs arrived before leaving. 

Kheskam has a corrosive atmo- 
sphere, and its technology is failing. 
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Without the proper supplies, the popu- 
lation will soon be dead. Dr. Shakar 
went there in hopes of treating the dy- 
ing, and he is awaiting further assis- 
tance. 

Rhees offers to give the PCs the 
materials needed to help Kheskam last 
a little longer. She would like to offer 
more, but Ereshkigal cannot spare them 
right now. 

Perhaps the PCs could deliver them 
and return at a later date with materials 
from Ot Zell. 
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The PCs must now choose their 
course of action. If they go to Kheskam, 
they may encounter more raiders along 
the way and they may be late for their 
rendezvous at Ambemshan. If they do 
not, they will be allowing an entire world 
to die because of their inaction. The 
PCs must make their choice. If they 
choose the latter, apply the optional bad 
karmarule from page 95 of Hard Times 
to starship encounters during their jour- 
ney to Ambemshan. For what itis worth, 
Admiral Djoulikian thinks the PCs should 
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go to Kheskam and aid the planet as 
best they can. 


Mission of Mercy 

The journey to Kheskam allows for 
more starship encounters. Corsairbands 
are known to be particularly active the 
farther coreward one goes in the sub- 
sector. Nevertheless, the PCs arrive at 
Kheskam with little trouble. The world 
has little in the way of a starport any 
more, but when the PCs land, they will 
be met with a pleasant welcome. The 
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people of Kheskam hope the PCs have 
what they need to survive since Dr. 
Shakar told them to expect help soon. 

Fortunately, Dr. Shakar was correct. 
The materials needed to aid the planet 
temporarily will be installed in order to 
keep out the planet’s corrosive atmo- 
sphere. Yet, as Dr. Shakar will point out, 
this is only a stop-gap measure. The 
planetis rapidly failing. Something much 
more drastic must be done if Kheskam 
is not to become a failed world. Assis- 
tance will be needed in the future. He 
suggests that the League’s government- 
in-exile in Ot Zell might consider a pro- 
gram of aid to failing worlds. 

Finally, Dr. Shakar says he does not 
wish to leave Kheskam. He wants to 
remain to aid the wounded and dying. 
The League he once served is no more 
like the Imperium before it. He seeslittle 
value in running away to another sector 
in order to save himself, and he can do 
more good by remaining here than by 
going to Lishun. That is how he believes 
hecanbestkeepthe ideals ofthe League 
alive and make up for the crimes perpe- 
trated by it in the name of parochial 
interests. 

lfany ofthe PCs agree with him, they are 
free to remain behind. None of the other 
Antarean officials, including Admiral 
Djoulikian, choose to do so. They want to 
escape to Lishun as quickly as possible. 
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Corsairs! 

Sometime along their journey back to 
Ambemshan, the PCs will encounter a 
440-ton Vargr corsair vessel which will 
immediately open fire on them. The 
insignia on the vessel indicates it was 
once part of the Antares Pact, a band 
formerly friendly toward the League. 
Now, the Antares Pact has become as 
racist toward humans as many humans 
have become toward the Vargr. The 
Vargr will assume the PCs to be en- 
emies and will fight with them to the 
death. 

No amount of negotiating will dis- 
suade the Vargr—they are out for blood. 
They feel cheated by the League and its 
sudden collapse. At one time, Regent 
Brzktalked about the possibility of build- 
ing a biracial society where human and 
Vargr worked together. Despite his talk, 
that never came to be, and when Brzk 
was gone, the ideal was lost as well. 
Humans kill Vargr indiscriminately, and 
these Vargr corsairs have decided that 
now is their turn. 


Ambemshan 

Ambemshan is like Ereshkigal in that 
it has managed to retain some of its 
technology despite its isolation in the 
Outlands of the sector. Once the sub- 
sector capital and an important world in 
the League; today Ambemshan is anar- 
chic and without a cen- 
tral government. It still 
serves as an outpost of 
civilization, but how long 
that will last remains to 
be seen. 

The Trasilon transport 
vessel is at Ambem- 
shan’s type-A starport. 
The vessel is waiting for 
the PCs and for several 
other Trasilon vessels to 
bring back additional 
Antarean officials. Thisis 
to be a mass exodus of 
intelligentsia from An- 
tares to Lishun sector. 
Antares is no longer 
stable enoughto be used 
as a base. So many 
worlds have a poor opin- 
ion of the League and of 
Brzk that it would no 
longer be possible to 
launch an effective re- 
conquest campaign at 
the present time. Pulling 
back to Lishun and bid- 
ing their time is the 
government's only real 
option. 

The player characters 


will be thanked by their superiors for a 
job well done. If told about Kheskam, 
their superiors will say that they “will 
look into the matter.” Thus, it seems 
unlikely that anything will ever be done 
in order to save that failing world. The 
more pragmatic officials will explain that 
nothing canbe done for it, andtrying would, 
therefore, be a waste of time. Bigger and 
better things are on the horizon. 

The government is not running away 
from its problems—tt is facing facts. The 
League of Antares is no more. If the 
death of dozens of worlds and billions of 
people in Antares alone is to have any 
meaning, the government must correct 
the mistakes of the past and prepare for 
better days. Ot Zell is the most defen- 
sible position the government can af- 
ford. By setting up there, the govern- 
ment can prepare for the future. It may 
be awhile, but the time will come when 
the League of Antares or its ideals may 
once again come into existence. Like 
every other faction, the League failed 
miserably and is guilty of many injus- 
tices. For now, one must learn from those 
errors and seek to correct them in order to 
ensure that they never happen again. 


ENDGAME 

The PCs are now faced with a num- 
ber of important choices. With the 
League of Antares gone, Trasilon is 
effectively gone as well. Thus, the PCs 
must decide whether they wish to re- 
main working for the government-in- 
exile in Lishun or whether they will go off 
ontheirown. Shurlarlem subsector alone 
offers many opportunities to fight against 
the effects of Hard Times. Each world 
has astory allits own and apeople to be 
saved. 

Taking such a vocation can be quite 
rewarding for the PCs. 

Whatever the PCs choose, none can 
deny that the future remains uncertain 
for both them and what little remains of 
the League of Antares. 


NPCs 

Guards on Ryan: 897677. Skills: 
Combat Rifleman-1, Brawling-1. 

Admiral Cyrus  Djoulikian: 
7C9DCE. Age 65 (30). 11 terms. Skills: 
Fleet Tactics-4, Tactics-4, Leader-2, 
Computer-2, Forward Observer-1, Navi- 
gation-2, Ship’s Boat-2, Vacc Suit-1, 
Mechanical-1, Gunnery-1, Electronic- 
1,Admin-1, JOT-1, Pilot-1, Ship Tactics- 
1, Linguistics-1, Handgun-1. Q 


Special thanks to Kevin Brennan and 
especially Charles Kimball, who gener- 
ated Hard Times data for every world in 
Antares sector. 
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FN TTY) SOT TY 1d ects oa 
The deadly shapeshifters of vampiric lore are brought to life in this, the second of the Clanbook 


series. These wanderers and outlanders are both hated and feared by their Kindred, and for good 
reason. Includes character templates, werewolf ties, clan traditions, new traits and more. $10.00 





Do nn cee 
Also available from White Wolf Game Studio 


The Anarch Cookbook” 
The ultimate how-to book for the undead. Everything your character needs to know about surviving and prospering 
in a world of vampire princes, cunning primogen and neverending Jyhad. Overthrow the rulers, unshackle the 
chains and free the downtrodden -- all in one book. A sourcebook for players and Storytellers alike. $15.00 


COTE OM me ATC tt ye 
Explore one of the most active cities in Kindred society in this complete overhaul of the popular sourcebook. 
Intense intrigue, intricate conspiracies and the most exciting, cohesive characters in roleplaying will enthrall and WHITE 
entrap your characters as they shape the future of shadowy Chicago. $18.00 TTT 
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ne departing shipis routed 
to retrieve a valuable 
cargo when the Vilani 
megacorporation Mak- 
hidkarun leaves its hold- 
ings in Gushemege sec- 
tor during the Rebellion. 

The plan is to collect 
the cargo from the local factor, Gar 
Tehanir. (A factor is a representative/ 
broker who buys local goods, sells im- 
ports and sometimes has a stock of 
repair parts. Factor arrangements are 
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common where communication is bro- 
ken and irregular.) Sounds simple 
enough. 

Unfortunately, the matter is compli- 
cated by the factor’s unexplained death. 
His aide says he was killed by local 
terrorists; local police deny the exist- 
ence of terrorists; and several clues 
point to the aide. 


Dates: All dates in this adventure 
correspond to the Imperial calendar. 
The starting date is 220-1117. 


Place: The adventure begins at 
Ushulu highport. (Ushulu Gushemege 
0137: C7829DA-A). Encounters take 
place among the confusion of families 
and work groups splitting up. With many 
shops closing, sales are common, and 
UTPs to acquire items will be one level 
easier than normal. 

Characters: Characters are as- 
sumed to be cultural Vilani joining the 
exodus back to Viand. 

Makhidkarun is abandoning its local 
holdings and retiring into Viand sector. 
Corporate officers have been hurriedly 
selling off holding companies and as- 
sets. Those who don’t want to go Viand 


with the ships are being discharged. 
The characters have been assigned 
room aboard the departing merchant 
Darakha; they are not part of the crew 
and will have to earn their passage. 

Five tons of cargo (information and 
trade goods) marked “Property of Gar 
Rassouli” and assorted supplies are 
delivered to the dock. Arriving supplies 
include antiradiation and other medical 
drugs. With the ship half full, the PCs 
were called to the dispatching office. 
The post dispatcher meets them. 
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“We've decided to send you off early, 
to make a pickup. Our factor on Sirir 
should have a shipment ready. Contact 
him, load it and travel on up the 
Gushemege Main. Take along the fac- 
tor and anyone else who wants to evacu- 
ate. 

“The Darakhawill also be carrying a 
movie crew (three actors and five tech- 
nicians). The situation on Sirir is suit- 
able for the action scenes they need, 
and it moves both of you toward Vland.” 

The dispatcher says that only one 
human-crewed ship can go to Sirir at a 
time. Why the Darakha? It is capable of 
carrying many extra people, andis small 


enough that it isn’t wasting carrying 
capacity. 

“Now, if you'll excuse me, | have 
three dozen more departures to arrange. 
If you have any more questions, try the 
station library.” 


To learn more about the film crew: 

Routine, 15-Soc (Safe). 

Referee: Yes, 15-Soc. “Zavon, De- 
fender of Vland”is along-running holovid 
series. In the series, Zavon is an agent 
charged with preserving orderin Vland’s 
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TL11 First Imperium. Many plots involve 
thwarting members of some minor 
race—think of it as combining Bond, Dr. 
Who, and Wild, Wild West. 

Enli Kanusgin is the over-the-hill ac- 
tor who plays Zavon. He has done well 
by the role and enjoys it. Past his prime, 
heis nonetheless tall and commanding, 
and is a professional on the screen. 


To get computer reports on Sirir: 

Routine, Computer, Liaison (Uncer- 
tain). 

Referee: The roll determines what 
information the party starts with. 

Failure means that the characters 


get only the subsector data, with Sirir’s 
UWP (Gushemege 0131 X7969AA-6 
Hi In), plus the fact that it is in the 
disputed area between the Dulinor fac- 
tion and Strephon’s Worlds faction. Only 
one human-crewed ship visits it each 
year, and Makhidkarun has had that 
contract for over 50 years. 

On partial success, characters learn 
Sirir was important during the Rule of 
Man, but that a biological war during the 
Long Night devastated it. Noting that 
Sirir’s tainted atmosphere requires filter 


masks could inspire some paranoia, but 
the old bio-war diseases are a red her- 
ring. 

On complete success, characters 
learn that Sirir is red zoned because its 
inhabitants want nothing to do with TL7+ 
goods. The planet’s ruler, Baron Ras- 
souli, pays a subsidy (taxes) to the 
Imperium to stay away. He has no rela- 
tionship with the Imperium except that it 
recognizes his rule. 

The planet is in the midst of growing 
turmoil and violence. 


To locate someone who has been to 
Sirir on a previous occasion: 


Impossible, Computer, Streetwise 
(Uncertain). 

Referee: On success, the PCs learn 
thatthe “starport” is the personal airport 
of Baron Rassouli, the planetary ruler. A 
ship’s boat landed one night and de- 
parted the next. The crew stayed at the 
factor’s residence during the interven- 
ing day. 


ARRIVAL 
The trip to Sirir is uneventful. There is 
no orbital base for scout or naval inter- 
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Vipach Subsector EUahemege M) 


Sirir 0101 X7969AA-6 Hi In 723 K3 V 

Aapu 0102 D260345-6 Lo Ni De 300 Ai ill M2 
Maerol 0105 E200774-8 Na Va 102 Im Ki V 
Choltonrul 0106 A487452-D | Ni 224 Im M6 IV 
Ushulu 0107 C7829DA-A Hi 700 Im MO 
Roolyz 0108 C333103-B. Lo Ni Po 222 Im G8 
Joutect 0110 B768145-C Lo Ni 600 Im MO 
Hentor 0201 D503540-5 ~~ NiValc 522 Im M3 
Abaelou 0203 C695335-9 Lo Ni 903 Im M7 
Gihmentahlish 0206 -B8A5003-9 —_—_—sLo NiFl 922 Im K7 
Strand 0207 C888300-0 Lo Ni Rw 502 = Im 
Ounash 0209 X1203835-4 = LoNiPoDe R 504 Im 
Vaelouf 0303 B537343-9 Lo Ni 211 Im 
Endran 0304 C515034-B Lo Nile ‘ 103 Im 
Phoenaeg 0308 D560867-5 D7 Ri De 313 Im 

Sagal 0309  X887A9C-6 Hi eee = 813s Im 
Trichach 0402 C573489-8 Ni 204 Im 
Cemloch 0403 B646002-9 LoNi - 405 Im 
Nemeet 0404 D2307CB-A Na Po De 704 Im 
Gwelbyph 0405 C42356A-8 Ni Po 705 Im 
Flaslousk 0406 C5435A7-A Ni Po 910 Im 
Jaeyelya 0407 B484655-4 Ni 702. = Im 

Lem 0408 D532216-8 _ Lo Ni Po 900 Im 
Dimkodrarn 0409 B453465-E — _ NiPo 303 Im 

Rake 0501 C325531-A Ni 302 Im 

Soel 0502 D8D578C-4 all 202 Im 
Imagalu 0506 B967852-8 Ri 904 Im 
Wols 0507 A764137-E © LONI 200 Im 
Homage 0601 B59468C-8 Ag Ni 512 Im 
Vipach 0602 C738447-B Ni 410 Im 

Sern 0604 CAD6268-7 Lo Ni Fl 600 Im 
Asiilish 0609 A565400-F Ni : 214 Im 
Chezpan 0610 B200777-B Na Va 802 Im 
Th'dir 0702 B100464-E Ni Va 213 Im 
Dendaash 0703 A9C7331-B Lo Ni Fl 504 Im 
Zamashuug 0707 B585020-B Lo Ni 300 Im 
Dikaash 0708 B6279B8-F Hi In Cp 101 Im 
Wilson 0710 B10037A-B Lo Ni Va 100 Im 
Tenraash 0801 B79A557-F Ni Wa 102 Im 
Ginupa 0809 C55999C-C Hi 803 Im GO V 
Teuterom 0810 B502412-D Ni Va Ic 313 Im M2 V M4D 


M4 
M3 
M7 
K9 


<<<< 
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Highesttech levelis F at Dikaash. Highest population is at Ginupa. There are no high-pop worlds with class-A starports. Dikaash 
handles upkeep on civilian, scout and naval vessels. — 

Jaeyelya is the homeworld of the Ael Yael, an intelligent avian race. Sagal was the Loeskalth homeworld, but that minor human 
race has thoroughly interbred wi other human | faces « over millennia. Strand is an Imperial reservation. 





diction squadrons. The Darakha de-_ erately resembles the flying saucer of CULTURE 
tects no ships here to enforce the Terran legend. Its gold-trim markings Sirir’s society enforces its antitech- 
system’s interdiction—but they could are strictly First Imperium. The movie nology bias through limiting property 
be hiding. The ship refuels at the gas crew films Zavon boarding the grav holding to one class, the Gar (notable) 
giant, then orbits the main world. shuttle, then the characters board. class. Any notable can confiscate anything 
The world’s clouds look reddish. Both It is important that the captain give from the other classes. The nonnotables 
poles have extensive icecaps, one ex-_ the highest-ranking character a com- have a self-sufficient economic system, 
tending down to the temperate zone. puter chip with information on radio fre-  withthenotable system working to enforce 
Major settlements are along the equa- quencies and how to identify the factor, the technology lid. Only notables have 
tor. Gar Tehanir, who is expected to meet _ personal property. As long as his property 
The characters, thefilmcrewandfive thematthe landing site. Thisexchange _isinadomicileorvehicle, orwithin eyesight 
tons of cargo meet in the merchant’s shouldprovidethe PCssome guidance ofanotable, it will not be disturbed. Other- 
hangar to board the craft there. It is a on what is expected. Dealing with the wise, another notable can confiscate it. 
nonstandard 40-ton craft used in the highest ranking character reinforces Since Gar Tehanir has been killed, 
film series. The white, pearly hull delib- _ Vilani use of status and title. Continued on page 29. 
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; In the cold yoid of space, death reo ny Fey 
Vampire ships,- technologically elevated dictators, even. 


pirates—the fuins of the shattered Third Imperium’ hold’ myriad 
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Starship Combat includes: . 
e-Vector-based movement 


dangers, Starship Combat. lets you.shoot your way out. |: .” 
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laser missiles 


S, Pate Ree cour enn ; 


ON tC Bio ratings, including pre-Collapse. reas 
¢ Complete starship design sequence, usable both with. 
this game and with the roleplaying game 


BS) A Ye 


Savings of 25% 
or more 


Avalon Hid 

Adel Verpfiichtet 
Diplomacy Dix 
Stonewall Jackson 
RuneQuest Dix 


Choosium 

Thieves World (box) 
Cthulu 5th ed 

Cthulu Now 2nd ed 


Clash of Arms 
Chancelorsville 
War for Union 


FASA 

Battietech 3d ed 
Comstar Sourcebook 
RL Prefect 

Shadowrun (HC) 2nd ed 
Shadowrun (SC) 2nd ed 


Flying Buffalo § **Special** 
Nuclear War, Nuclear Escalation, and Nuclear 
Proliferation 

Retail $19.95 ea, get all three for only $40.00 


GDW 

Twilight 2000 sc 

Twilight 2000 hc 
Harpoon 

DJ Mythus 

DJ Magick 

DJ Epic of Aerth 


Games Workshop 
Warhammer FB 
Space Marine 
Talisman 


Hobbies Save 
18.75 25% 
call for price 
26.25 25% 

30% 


16.47 
16.47 
11.22 


25% 
25% 
25% 


25% 
25% 


25% 
25% 
30% 
25% 
25% 


16.50 
20.00 
18.00 
19.50 
18.00 
16.50 


25% 
30% 
25% 
25% 
25% 
25% 


41.25 
41.25 
26.24 


25% 
25% 
25% 


$4.00 postage will be added to all orders 
MC/Visa/Disc/COD. Foreign & APO orders will have 
exact shipping added. Please specity surface or air. 


- 


Videos. Models and More 


ICE 

Silent Death (L) 
Silent Death (UL) 
Rolemaster 
Mayfair 

Cosmic Encounter 
More CE 

Euroralls 


Steve Jackson Games 
Car Wars Dix 

Gurps Sc 

Hacker 


R. Talsorian Games 
Mekton 

Mekton Techbk 
Cyberpunk 2020 
Dream Park 

Task Force Games 
SFB Basic 

SFB R Modules 25% 


1-800-241- 1 
HOBBIES 


2370 Plank Road Fredericksburg VA 22401 


25% 


V7 
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Science Fiction Roleplaying Game 


ae a 


Games,Miniatures & 
Accessories 


Retal Hobbies Save 
30.00 25% 
15.00 30% 
25% 
25% 


TSR 
Menzoberranzan 
Complete books 
Marvel Supers 
Gamma Word 


West End Games 
Star Wars 2nd ed 
Paranola Bxd 

Bot Abusers Hdbk 


White Wolf Publishing 
Vampire 2nd ed (HC) 
Ars Magka 3id ed 
Werewolf 


Wizards of the Coast 
Primal Order 
Pawns 


88 
8 


88 888 888 8 


25% 
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World Wide Wargames 
Rald on Richmond 
Camp. of Civil War 


NEWIII NEWII NEWIII NEWII! NEWIII 
Now you can pre-order your soon to be 
released games from Hobbies and save 
even more. Call us and piace your order 
before the release of an Item and we will 
ship the moment It anives. We can takea 
credit card number (which will not be 
billed until the product Is ready for ship- 
ment) or send your package COD ($4.00 
fee still appiles). You receive a 25% dis- 
count AND we pay shipping! 


Catalog $2.00 — free with first order. 
Free 6 piece dice set with all orders over $25.00. 
When in Virginia, stop by our store. 
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Deep Space Roleplaying Has Finally Arrived!!! 


be conquered. As a Battlelord, the women will 

love you. The bad guys are always trying to 
take you out. You'll duel pirates in your sleek, 
Bohemian Class starcruiser, or hunt the vicious 
Arachnid through the Death Swamps of Deneb-Mor. 
You might be called on to infiltrate the Rebel high 
command and gather desperately needed 
intelligence. Worse yet, some fat, wimp desk jockey, 
waiting on a pension, might order your team to track 
down and slay the dreaded Thorgon Monster! 


|: universe is a perilous place and it has yet to 


The 23rd Century is a dangerous time where good 
is a matter of viewpoint. Survival depends on luck, 
savvy, and how many shots are left in your pulse 
cannon. Battlelords fight more things by 9 o'clock, 
than most people do all day! The question is, "Do 
you have what it takes?" 


Battlelords is a skill based roleplaying system, 
utilizing percentile dice. Combat is realistic, fast 
paced, and quite lethal, applying locational hits to 


the body. The true excitement of the game is playing 
any one of the 12 unique alien races. You can be 
an Eridani Swordsaint, Mutzachan Energy 
Controller, Genetic Human, Changeling, or even the 
massive Ram Python! You alone, carve your destiny 
while adventuring across the untamed galaxies. 


Battlelords of the 23rd Century. 
There is nothing like it! 


¢ Battlelords of the 23rd Century: This 240 page rule 
book contains everything a warrior needs to know to 
survive the perils of the 23rd Century. . . $21.95 


e Lock-n-Load, The Battlelords' War Manual: The most 
powerful weapons supplement ever compiled! Some 
51 weapons systems, cybernetics, equipment, Humpty 
Dumpties, and more. . . $15.95 


¢ Injection: This 110 page campaign module details 
the growth of a brash, untrained mercenary group, into 
a hardened combat team. Contains Battle Master 
Information pool, and tutorial sections. . . $12.95 


¢ Advanced Character Sheets: 4-page graphic 
character sheets with body armor representation. $3.95 
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Che 23rd Century 


65% Roleplay * 35% Hack-n-Slash 
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ROLEPLAYING IN A DANGEROUS FUTURE 
12 Alien Races ¢ 250 Special Powers 
Remember the ancient Ram Python saying: 


"TF IT MOVES - KILL IT, IF IT DOESN'T MOVE - PICK IT UP 
AND KILL IT!" 





We at Optimus Design Systems believe that YOU, the 
customer, come first. All ODS products are packed with 
information and loaded with artwork. ODS delivers the 

most quality for YOUR hard earned buck! 
So be smart and play the ODS. 


AVAILABLE AT STORES EVERYWHERE! 


Optimus Design Systems @ PO Box 1511 
Buffalo, New York, 14215 © (716) 885-1336 


Continued from page 26. 
his assistant, Sion, must find a new 
notable among the PCs, in order to 
claim the out-going cargo. Sion will not 
tell anyone what he is looking for. He is 
sure a notable will make himself evident 
by his actions. Keep in mind: 

® Notables are self-confident and act 
without consulting others. Followers and 
bodyguards trail and surround them, 
while the notables seem to walk alone. 
One assistant or servant is allowed. 

® Notables destroy high-tech (TL7+) 
goods they find. The military is TL7, and 
everyone else is limited to TL6. 

® Notables are ignorant. Admitting 
higher education or training loses face. 

e@ Notables publicly ignore lower 
classes. 

Sirirans deal with only one notable at 
atime exclusively. There is a rank hier- 
archy, but notables publicly deal with 
one another as equals. 


FIVEDAY: 
Reception Committee 

The PCs’ approach occurs at night, 
without running lights. The only guid- 
ance is a radio beam and a talking air 
traffic controller. After the ship lands, a 
small tractor tows the craft under a 
hangar. Two men with rifles guard the 
exits of the otherwise empty hangar. 
Five men transfer the five tons of cargo 
to a van. They do not respond to any- 
thing said in Galangic. Then they pile 
into the van and leave. 

About two minutes later, a large se- 
dan pulls up. Two men get out and wait. 

When the PCs leave the craft, they 
discover that the gravity is 1.8G, and 
even through filters, the air smells sulfu- 
rous. 


To think to have masks on when the 
door opens: 

Routine, Intelligence, Age (Fateful). 

Referee: A similar roll can be made 
for reaction to high gravity. 


The apparent leader, Sion, is dressed 
in a very busy, plaid business suit. He 
was Gar Tehanir’s assistant and is the 
only one who will say anything to the 
PCs. The other man has one arm ina 
sling and a pistol on his belt. He is Bi 
Guhin, the young driver. 

Sion bows and says in halting Ga- 
langic: “Welcome, welcome, star- 
persons. | sorry GarTehanir not here to 
eye you. Most sorrowful.” 

The delegation will not volunteer that 
Gar Tehanir is dead. (They consider it 
bad luck to discuss a death at an intro- 
ductory meeting.) The trade is almost 
finished, but someone will have to be 
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certified as notable to claim the cargo. 
That requires approval of personage in 
the middle office, and the middle office 
will not “eye” anyone until Sevenday. 
Which means a delay for the PCs. 

After several exchanges, Sion asks, 
“Take you to gardul (Gar Tehanir’s do- 
micile)?” The word gardul refers to a 
notable’s residence. Persisting in refer- 
ring to it as “house” or “office” will lose a 
character’s presumed notable status. 

A sedan and a van carry everyone 
south to an airport gate. The drivers 
show passes, and the trip to the gardul 
is uneventful. 

Sion: Sion was Gar Tehanir’s assis- 
tant. He is also the leader of the Mak- 
hidkarun enclaveon Sirir. His most prized 
possession is a Makhidkarun employee 
card showing 20 years of service. 

Bi Guhin: Bi Guhin was Gar Tehanir’s 
driver. He served one term inthe planetary 
army’s K-9 Branch, and trained the four 
cougar-like badans that guard the gardul. 
He will not fire on army troops. 


Gardul 

The gates at GarTehanir’s gardulare 
newly barred. The driver, BiGuhin, jumps 
out and locks the gate behind the cars. 
The three natives look around furtively, 
ushering everyone inside. Once every- 
one is inside, Bi Guhin opens a side 
door in the entranceway, brings out four 
badans (cougars) that snarl at every- 
one, and puts them out inthe yard. Then 
he drops a beam across the door, gets 
an assault rifle from a cabinet, turns, 
smiles, and goes upstairs. GarTehanir’s 
death has inspired some paranoiawithin 
the gardul, and the household fears a 
new attack. 

If the PCs want to leave, Sion will say 
this is a “no-time zone,” while tomorrow 
will be a “yes-time zone.” He is trying to 
say there is a curfew. The badans offer 
a deterrent to characters who may want 
to sneak out during the night. 

The PCs can freely ask questions 
here. They may learn the following: 

When Gar Tehanir went to town on 
Twoday, several terrorists surrounded 
the car. GarTehanir drew agun, andthe 
car was shot up. Bi Guhin got out, but 
Gar Tehanir did not. The attackers 
jumped in the car and drove away. The 
car was returned several hours later by 
the police.Gar Tehanir’s body has not 
been returned. 

Gar Tehanir was wearing his transla- 
tion computer at the time of the attack. 
As they were high-tech, the translator 
and disks were probably destroyed by 
the police. The party is seemingly de- 
pendenton Sion’stranslations, andthere 
aren't any spare language disks. 


Authorities deny that any incident 
occurred. 

PCs may choose to explore the 
gardul. They will be given free reign, 
within reason. Characters may notice 
that all communications on the planet 
are fiber-optic landline. There are no 
radio or TV stations, but Gar Tehanir’s 
office has a computer. Computer bulle- 
tin boards and information are busi- 
ness-oriented and deal with trading be- 
tween notables. 

Searching the files in Gar Tehanir’s 
office shows that the last entry was 
made on Twoday. The engagement 
calendar shows a dinner for Baron 
Rassouli the next night. 


SIXDAY: 
Outing 

The next morning, Sion wakes every- 
One up personally. The recording crew 
needs to get started early because they 
only have a limited time to shoot. After 
breakfast, Sion directs one PC (aprom- 
ising notable) to accompany him. He 
will shoo anyone else back—others can 
follow, but the two must walk alone. In 
the market place, Sion tells the charac- 
ter to pick food. Nothing is paid for. If the 
character insists on paying, Sion will 
take him back to the gardul and try 
someone else. 

Sion, not himself a notable, needs 
someone who acts like a notable to get 
more food forthe state dinner with Baron 
Rassouli. Only notables can have prop- 
erty, so one must be around to “own” the 
food. Bills willbe sent to the gardullater. 


Baron’s Visit 
The rest of the day, the film crew 
continues recording, and everyone is 
preparing for the dinner. The PCs may 
detect that the film crew plans to film the 
dinner, with Zavon in full regalia. 


To detect the film crew’s plans: 

Simple, Intelligence (Safe). 

Referee: Zavon is generally unpopu- 
lar in Gushemege because the sector 
was conquered and suppressed by the 
Vilani. There could be a major row at 
dinner if Zavon wears his regalia. 


Baron Rassouli arrives for dinner as 
planned. Talland commanding, he willlook 
over everyone, searching for the most 
obvious notable. If no PC fills the notable 
role at this point, Zavon is a good candi- 
date. Baron Rassouli has never seen 
Zavon's show and will not take offense at 
the show's treatment of some local races. 
He will recognize the First Imperium uni- 
form and speak against repressive Vilani 
rule. 
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Baron Rassouli speaks Galangic 
through an imported translator (a nec- 
essary high-tech evil). He will talk only 
to the notable, ignoring anyone else. 

During dinner, he will talk of filming, 
hunting, scouting, military weapons and 
his direct lineage to the Loeskalth rulers 
of this world (Loeskalth are a minor 
human race that ruled a small interstel- 
lar state in Gushemege sector approxi- 
mately 6700 years ago). He will not 
discus trace. His people want static 
technology, period. He will not raise the 
general tech level. If Gar Tehanir’s at- 
tack is mentioned, he will deny that any 
opposition exists. While off-worlders may 
feel that the planet’s society is violent, it 
is popularly supported. A ruling class of 
limited education with total ownership of 
property prevents increasing the tech- 
nology level. 


SEVENDAY: 
Middle Office 

The day starts with Sion sending the 
designated notable off to get the appro- 
priate papers. He filled in all the neces- 
sary forms, which he gives to the char- 
acter, but he can’t accompany him into 
the office. Bi Guhin, the young driver, 
will accompany the character and actu- 
ally present the papers—the character 
just has to act notable. The film crew will 
want to go along, and any other charac- 
ters are welcome. 

The sedan and van used to bring the 
characters to the gardulare considered 
inappropriate for visiting the office of 
record. The gardu/s damaged formal 
car would make a better impression. 
That car looks beat-up, and examina- 
tion shows patched bullet holes. 

Roleplay events in the office accord- 
ing to the character. The best route is to 
act notable: Walk in and look around for 
anything you want, perhaps confiscat- 
ing property left unattended. Or maybe 
beat up a bureaucrat or anyone acting 
snobbish. Language could be a prob- 
lem, but notables don’t normally say 
very much. Bi Guhin will explain that the 
notable is from a distant place. 


Ambush 

On the way back, the PCs’ car encoun- 
ters a vehicle blocking the road. When Bi 
Guhin stops the car, several armed people 
surround them. “Everyone out! No trouble, 
and no one gets hurt!” 

The terrorists have two SMGs and 
some hunting rifles. One holds a voice 
recorder which just played out the mes- 
sage above. They will not harm anyone 
unless the characters resist. The film 
crewwillhave to leave any unconcealed 
weapons being used for recording inthe 
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car, or they will be shot at. The attackers 
want the car and will not spend time 
searching the characters’ persons. Nei- 
ther will they explain who they are or 
why they want the car. 

In any fight, Bi Guhin will be seriously 
wounded defending the characters. He 
will not be much help for several days. 

It is a 10-kilometer walk back to the 
gardul. Check for fatigue. 


Planning 

By now, the characters have seen 
many examples of the growing unrest 
on Sirir. When they organize an evacu- 
ation, some 70 to 80 residents of all 
ages will be interested in leaving. Since 
the group can’t go to Baron Rassouli’s 
private airport, the shuttle will have to 
find the gardul from the air at night and 
make three trips to ferry everyone up to 
the orbiting starship. 

The group will have to decide which 
PCs and NPCs go to the shuttle, witha 
view to finding the gardul from the air. 
An inertial locator would be wonderful, 
or else they will have to find some 
landmarks. A radio beacon would work, 
if the group brought a radio, but this will 
bring paramilitary forces to a suspected 
terrorist supply drop. 

To end the discussion (or when it is 
over), Sion calls the notable to the of- 
fice. He tells the notable to be at the 
starport in an hour. 


Starport 

Some 60 tons of cargo will be deliv- 
ered to the starport, marked “Property 
of Gar (PC notable’s name).” If the PCs 
are not there on time, other notables 
(like the one delivering it) may confis- 
cate part of the cargo before they arrive. 

While waiting for nightfall, the film 
crew records events around the star- 
port. The situation outside escalates 
steadily, testing the player characters’ 
threshold for danger. 

A mob forms outside the south end of 
the starport, and a squad armed with pis- 
tolsandbatonstrots within 10 meters of the 
hangar heading toward the south gates. 

The PCs see their hijacked car race up 
the road to the starport gate and explode. 
The car bomb breached the gate, and the 
mob pours through, with civilians running 
rampant through the port buildings, spray- 
ing graffiti on walls and tossing leaflets.No 
physical violence against any person, just 
property damage. 

Within a half hour, police arrive from 
the city and surround the field. When 
about 2000 gendarmes have as- 
sembled, the gendarmes begin beating 
up the crowd, and civilians flee toward 
the hangar. By now it is twilight. As the 


fastest runners pass the hangar, a se- 
ries of explosions can be heard from the 
city. A 20-story skyscraper falls to the 
ground. 

At some point an unregistered white, 
gold-trimmed craft will leave the airport. 
Its departure will interest several mili- 
tary headquarters. 


Evacuation 

The only landing spot is atop the 
gardul's roof. This requires passengers 
to climb up a ladder. Each trip can 
transport 30 to 40 people (counting kids) 
to orbit. Around trip takes about an hour 
and a half. The evacuation can be very 
simple—the scene is similar to films of 
helicopters evacuating the U.S. Em- 
bassy during the fall of Saigon. 

The four badans are caged. Bi Guhin 
has been told to leave them, but he will 
assist anyone trying to transportthem.A 
character may recall that zoos will pay 
about Cr5000 for live carnivores. 


To dock with Darakha: 
Routine, Vehicle, Dexterity (Fateful). 


To find the gardul from the air: 

Routine, Intelligence (Safe). 

Referee: Using a radio makes suc- 
cess automatic (although the time would 
vary), but will bring in antiterrorist gen- 
darmes looking for any active rebel head- 
quarters. 


To hover over the roof: 

Simple, Vehicle, Dexterity. 

Referee: The pilot knows the site, 
which compensates for the handicaps. 
(Do not tell the characters that.) 


During the shuttling of people off- 
planet, torch lights assemble at the edge 
ofthe residential district. Shots are heard, 
and fires begin to break out. The noise 
moves Closer and closer to the gardul. 
The film operators will not want to leave 
until the last shuttle trip. However, they 
plan to be aboard that last shuttle, so 
they film from the roof. 

Either rioters or police will descend 
on the gardul before the evacuation is 
complete. An escalating series of en- 
counters is possible. Events and their 
resolution depend entirely onthe group’s 
preparations and weapons. In ground 
combat, remember that this is a high- 
gravity world, so handicap the charac- 
ters accordingly. 

The grav shuttle has a sandcaster. 
Using Forward Observer skill, the char- 
acters can have it fire on a crowd. The 
sandcaster can also be used as a de- 
fense against air-defense helicopters 
and aircraft. Q 
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Anaxias/Delphi (1724 A253A85-D/Green) Date: 212-1129 

qYOne more apocalyptic group has appeared in the ravaged outlands of the Massilia, Diaspora, and Old Expanses sectors. Calling itself the Beedling 
Society, the group is dedicated to the preservation of technical and scientific knowledge in a time when these seem to be threatened. 

qThe Beedlings are concerned that the trends of the current “Hard Times” will resultin a collapse of Imperial culture over at least certain portions 
of the Imperium, and the technical and scientific knowledge that stands to be lost in such a collapse will greatly delay the chances of recovery. 

qTherefore, the Beedlings have announced their plans to establish caches of knowledge throughout the Massilia, Diaspora, and Old Expanses 
sectors. These caches will include automated teaching facilities, supplies of crucial spare parts for selected high-technology items, and extensive 
databases containing a wide variety of information equivalent to a subsector university. These caches will be built deep underground, contain 
autonomous power sources, and be hardened against nuclear blasts. 

qThe group takes its name from the beedling, a burrowing creature native to the Beso system (2713 Diaspora/Red). The beedling lives on a world 
orbiting the bright, K2 star of the Beso binary system. The world’s orbit is highly eccentric, most of it being far outside the habitable zone, and most 
of the remainder being in the inner inhospitable zone. Twice during the planetary year the world passes through the habitable zone, and during 
this period, short-life-cycled plants and animals appear, as does the beedling, which hibernates in its burrows through the long cold and short hot 
seasons, to emerge when conditions are favorable for it. The Beedlings intend that the knowledge they preserve will be likewise preserved through 
inhospitable times so that it can emerge again when the time is right. 

{The Society is visiting Delphi in hopes of gaining financial backing from Margaret's government. It has already constructed four such caches 
at secret locations in Diaspora, but needs further funding to continue its work and expand into other sectors. It is expected that this visit will meet 
with success, as Margaret is a known supporter of programs to preserve the former Imperial infrastructures. 


Antares/Antares (2421 A762ADA-D) Date: 271-1129 

{The archducal station of Cerise, home of Regent Brzk and most of the government of the League of Antares, was lost with all hands after an 
uncontrolled fusion reaction in the station’s power plant. 

qThis shocking event claimed the lives of Regent Brzk, his family, and most of the high-level political and military leaders of the League. 

qAs of yet, no one has claimed responsibility for this terrorist action, but most analysts believe either Lucan’s Imperium of the anti-Vargr human 
supremacist group Superioriti is responsible. 

qAt the present time, the League governmentis in confusion as what remains of the political hierarchy scrambles to maintain control and designate 
a successor to Regent Brzk. 


Antares/Antares (2421 A762ADA-D) Date: 335-1129 

qYet another blow came to the League of Antares as its remaining political leadership proved incapable of finding a successor to the assassinated 
leader Brzk. 

qAs a result, rioting and civil unrest are on the rise. Racism against the Vargr is growing as well. 

qNumerous worlds on the frontiers of the League have seceded from the League, which they consider to be unviable as a government without 
the leadership of Brzk. 

qIn short, the League is breaking up into its individual worlds. Most analysts predict that the League will not last as a cohesive body much beyond 
the end of this year. 

qWhen questioned about this, League spokesperson Marcus Hashan stated that “plans are already under way to ensure that the ideals of Brzk 
and the League of Antares do not die with the Regent himself.” 


Trevor/Core (0125 C664000-7/Amber) Date: 058-1130 
qThe triumphant forces of the true Emperor Dulinor have won their first victory in the territory of the murderous pretender Lucan, having crushed 
the system defense forces of this border world. 
qDulinor has announced that this, his final campaign, will move forward as destiny demands, to claim the throne once and for all. Dulinor will 
notrestuntil he places his foot on Lucan’s neck and destroys the last force that has brought so much despair and destruction to his beloved Imperium. 
qDulinor has also announced a policy of clemency to all Imperial troops who rally to his banner during this final drive on Capital. 


Dinhe/Core (0523 B590463-9/Amber) Date: 068-1130 

{The forces of Archduke Dulinor, murderer of Emperor Lucan’s uncle, Strephon I, have dared to send military forces into Lucan’s frontier worlds 
for the first time since his defeats of 1124 drove him back to his home sector. 

qAlthough the defending forces inflicted serious damage on the invading fleet, they were not able to prevent Dulinor from refueling and jumping 
to the next target in this wanton and destructive invasion. 

qThe Dinhe defense forces held their own early in the battle, as they were defending well-known territory, but intelligence reports indicate that 
the tide began to turn when Dulinor’s forces unleashed a superweapon which overwhelmed the bravery of their defense. 

qEmperor Lucan had warned several times that Dulinor was engaged in unearthing and re-creating ancient doomsday weapons, and this may 
now be proven to be true. However, Dulinor’s fleet is a long way from friendly territory, and Imperial Navy scouts are well aware of its movements. 
The full force of Lucan’s Navy will soon fall on it with a force no weapon can withstand. 
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Celetron/Core (0922 A375000-F) Date: 079-1130 
qCeletron, the site of Imperial Research Station Omicron, was savagely attacked today by a large fleet under the command of the assassin Dulinor, 
in one last mad attempt to destroy the rightful Imperial government. 

qDulinor, known to have gone mad now that he possesses what he believes to be unstoppable superweapons produced by his Droyne slaves, 
dishonorably defeated the valiant Imperial forces defending this strategic system. 

JA major target of this attack was the Imperial scientific outpost Omicron, where Dulinor’s forces landed commando troops who ransacked the 
station’s databanks, looking for more information to fuel Dulinor’s twisted ambitions. This attempt failed, as the commandos were unable to return 
to their landers to make their escape, but were instead defeated by the resourceful scientists on the base who fought to defend their research from 
corrupt use. 

{This battle further sapped the strength of the invader, who will find he is still as far from Capital as if he had remained with his daughter at his 
home on Dlan. A man who wages war by treachery and deceit, by assassination and secret ancient weapons can never win the final victory. 

qThe Celetron system defense squadron is regrouping, and will not be found by Dulinor to be a welcome opponent the next time. 


Dlan/Ilelish (1021 A8D1ADE-G) Date: 186-1130 

gEmperor Dulinor appeared to his subjects today in an announcement filmed in the throne room on Capital, proving that he has finally made 
good on his promise to defeat the traitorous usurper Lucan and reign as the rightful Emperor of the Third Imperium. 

{In the brief presentation, the new Emperor spoke directly to his subjects, announcing the end of the long period of Rebellion against his legitimate 
succession and rule. 

qMy people all over the Imperium, | speak to you from the Iridium Throne. |, Dulinor Astrin llethian, am finally and irrefutably the Emperor of 
the Third Imperium. | have crushed the vile murderer Lucan and will work to finally establish justice for all Imperial citizens. 

4The journey to this day has been a long one, and you have all sacrificed much, but your sacrifices have not been in vain, for they have put me 
here whére I can at last fulfill my mission to you. | ask you to put aside the hard feelings you might have against those who fought for other causes 
in which they believed. The fact that Imperial citizens were forced to make war on one another is one of the diseases that | have dedicated myself 
to cure from the moment I first accepted the succession. The crime of this long Rebellion cannot poison us against one another. We must put the 
Rebellion behind us and move forward to the future that awaits us all. 

q‘The Rebellion is over! Long live the Imperium!” 


Anaxias/Delphi (1724 A253A85-D/Green) Date: 210-1130 


JA 200-ton Far Trader crashed into the floating city of Rheanon yesterday, killing over 5000. This is the largest loss of life thus far in the increasingly 
terrifying pattern of rebelling technology. 

qSpeculation is that an extremely dangerous and effective computer virus is at work, and measures are being taken to control its spread. Evidence 
so far indicates that it is able to defeat currently existing computer security programs, and that normal reconfiguration and reformatting measures 
have no effect. 

qOmni-spectral electromagnetic tests are being conducted to see if there is a broadcast radiation that is propagating the virus into many systems 
simultaneously. However, some say that the sudden coordinated appearance of these symptoms shows that the infection has been long since 
completed, and we are now only seeing the effects of something that is too late to prevent. 

Government sources report that emergency caches of computers will be broken out and distributed on a case-by-case basis to replace failed 
systems in an attempt to control the situation. 

qMargaret confirmed this report and cautioned the need for calm while visiting some of the hospitalized victims of the tragic lift bus-orbital shuttle 
accident of two days ago. 

{In a possibly related story, the Delphic Archive reports that their records database is showing large gaps in its electronic storage files. Records 
reported missing include genealogical and census data for the years 572-913, tax records for the past 25 years, and data on toxic waste disposal 
standards throughout Delphi sector. 


Gakhu/Ilelish (2607 C474756-A/Amber) Date: 243-1130 

{In a bizarre chain of events, Archduke Dulinor, claimant to the Iridium Throne, was killed today. The Archduke was present on the world’s surface 
following the crash landing of his flagship Clarion two days ago. Erratic computer functioning caused Clarion and the accompanying Coronation 
Fleet to pause in the system while repair and diagnostic work could be performed. 

{Two days ago, Clarion’s computer erroneously fired the ship’s main engines, forcing the vessel out of orbit into the Gakhuan atmosphere. Only 
at the last minute was the ship’s crew able to regain control of the vessel to effect a “semi-soft” landing in a cultivated field. Structural damage to 
the ship was said to be negligible, but her crew did not want to risk flight again until the computers could be certified as repaired. In the meantime, 
all circuits to her maneuver drive were disconnected to prevent recurrence of the spontaneous engine firing. 

qUnfortunately, the response of the Gakhuans to this unanticipated visit by their leader was not welcoming. There had been a steadily growing 
crowd assembling around the Clarion’s crashed hulk, jeering at the man who, only 57 days ago, broadcast triumphant footage of himself seated 
on the Iridium Throne. Gakhuan, like every other world along the llelish Federation frontier, has suffered at the hands of Lucan’s Black War raiders 
and then freelance raiders striking from out of the Outlands and Wilds. Furious at Dulinor’s reappearance after he had assured them that peace 
and a final end to the war was at hand, they chanted around the clock, “Dulinor, bring us peace.” 








4Finally responding to this incessant demonstration, Dulinor appeared today, alone but fora handful of unarmed advisors. It required considerable 
courage on Dulinor’s part to stand in front of the apparently hostile crowd, but he spoke to them nonetheless. 

qMy people,” he said, “I am your Emperor! Rally to me and | will bring you the final victory!!” 

Etienne Marin is a Gakhuan farmer, and one of the leaders of the growing protest. Like the others here, he was suspicious and angry that the 
Dulinor they saw did not appear to be the confident Emperor that they saw broadcast eight weeks ago. “We want peace. All he has given us is 
promises that he cannot fulfill. Unfulfilled promises are lies.” 

qThe more Dulinor spoke, the more that crowd appeared to become enraged. As it appeared that the crowd was about to surge forward to assault 
Dulinor, a freak accident occurred. A nearby automated combine, one of many such machines on this agricultural world, began grinding toward 
Dulinor, cutting a swath through the stands of grain. 

qDulinor saw the oncoming machine, but refused to give ground. 

qDulinor’s doctors report that the Archduke died instantly, dismembered by the whirling blades. 

qWitnesses report that the combine was unoccupied at the time. 

Members of Dulinor’s military staff initially threatened this reporter that this report would not be allowed, but an unidentified staff member 
overruled them, saying, “It’s over. There’s nothing to stop. It’s finally, really over.” 

qDulinor never officially designated an heir to his position as Emperor, although it is known that his daughter Isis was in line to succeed him as 
Archduke. 

{In llelish, it would appear that the long war is over. 


Usdiki/Gushemege (1015 A6649EF-F/Amber) Date: 268-1130 

qAmid increasing reports of erratically behaving electronic systems, such as yesterday's dozen deaths at the hands of automated loading 
machinery, Strephon’s government announces that Lucan’s superweapons threats are no laughing matter, and have come to fruition. 

qAll citizens are advised to disconnect all computers, and take no communications except by manual means. Experts say it may already be too 
late to stop spread of infection. 

{This data node is under orders from Strephon’s government to cease transmissions, but complianceis on hold pending appeal on media freedom 
principles. At this time most of all 
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Capital/Core (2118 A586A98-F/Green) Date: 273-1130 
qAll through the worlds of Lucan’s faction are coming continuing reports of malfunctioning computers. Many lives have been lost, particularly 
aboard starships as f~«4v$9? 
alf alfunctioning computers. Many lives have been 16,04A;3Br 
ven systems that had been shut down and reconfigured resume the same behavior as soon as they are brought back on line. This evidence 
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Sestao/Reft (1301 A120675-C/Amber) Date: 312-1130 
EMERGENCY BULLETIN 
FLASH FLASH FLASH FLASH FLASH 
qDomain of Deneb Navy reports that Domain of Deneb borders are closed effective immediately for indefinite future. Anyone attempting to enter 
the Domain of Deneb is suspect to search and seizure or possible destruction. 
4Communication will not be accepted. 
Domain of Deneb goes off the air immediately. We keep the flame. Good luck. Communication ends. 


EMERGENCY BULLETIN 

ALL TNS DATA NODES 

FLASH FLASH FLASH FLASH FLASH 

qThe virus appears to be spread by communication, and is carried by starships. It is believed that the X-Boat system and the Traveller News Service 
have also been infected, and may be spreading the virus to your data system even as you read this. 

{The only defense is to cease all communications. Shut all systems down, receive no messages. Further rep p p SQCIF......seeeeeeee 2 es 
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his adventure takes place 
in Ohio and West Virginia 
andis intended foragroup 
of Experienced PCs. The 
characters are hired to 
bring supplies and equip- 
ment to agroup of human 
survivors in Demonground-infested 
West Virginia. In actuality, the PCs are 
being lured into an elaborate Dark Min- 
ion trap. 





PLAYER BACKGROUND 
The following information can be 
made available to the players. The ex- 
act amount revealed and how the play- 
ers become aware of it are left to the 
referee’s discretion: 
‘ The state of West Virginia has re- 
im cently fallen almost entirely Out-Law, 
with little or no federal authority present 
in most areas. Even local authority has 
diminished or vanished entirely. Be- 
cause of the horrible conditions, most 
people have left West Virginia for better 
areas. However, people fleeing the state 
m™ Often reported that others were unable 
to leave, for whatever reason. In order 
to substantiate these claims, a small 
military force led by Captain Daniel 
Jeffreys entered West Virginia. Contact 
was lost several hours after the force 
entered West Virginia, and no one ex- 
pected to hear from Jeffreys or his men 
ever again. Naturally, it came as quite a 
surprise when two weeks after contact 
had been lost, Jeffreys came out of 
4 West Virginia with news of a large group 
of survivors. 
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REFEREE 
West Virginia is now infested with 
9 Dark Minions. Those who could flee did 
so as fast as their mode of transporta- 
tion could carry them. Those who didn’t 
make it out died, or worse. There is no 
federal, state or local authority left intact 
in most of West Virginia. 

It is, overall, a really bad place to be. 

Captain Jeffreys’ expedition was at- 
tacked by Dark Minions and their allies 
when they entered Demonground. Most 
of the force died in battle, but several 
soldiers, including the captain, were 
» taken alive. Most of these soldiers died 
in horrible Dark Minion experiments, 
but Jeffreys and Sergeant Slade Miller 
were kept alive. Their brains were al- 
m@ tered by Dark Minion surgery, and they 
© were sentoutto lure others into the Dark 
Minion trap. 

Once Captain Jeffreys returns, he 
will begin recruiting assistance and rais- 
ing money to purchase equipment and 
supplies for the “survivors.” His recruit- 

ing efforts will be geared at those who 
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have fought the Dark Minions or at least 
know about them. Jeffreys may contact 
the PCs if he knows about them or if 
other people he has contacted know 
about them. Orthe PCs may see one of 
his ads. 

Jeffreys has chosen Columbus, Ohio, 
as his base of operations. He has ac- 
quired an empty warehouse inthe down- 
town area and is using it as his staging 
area. He will conduct interviews of po- 
tential recruits in a small office in the 
warehouse. During the interviews, he 
will make subtle hints about strange 
things being on the loose in West Vir- 
ginia and will attempt to draw informa- 
tion from the interviewee. If Jeffreys 
believes that a person knows about the 
Dark Minions, he will hire him for the job. 
Naturally, the interviews should be run 
so that all the PCs get hired. 

The exact amount each recruit is paid 
for the mission depends on his skill, 
experience and reputation. Jeffreys is 
willing to give some up-front money for 
equipmentor whatever might be needed. 
He will also promise bonus money. 

Jeffreys will give a rough description 
of the mission to those he interviews, 
but only those actually hired get the full 
story. Jeffreys will tell the people he has 
hired that they will be taking several 
truckloads of equipment and supplies to 
alarge group of survivors who are hold- 
ing out in West Virginia. He says that he 
intends to give them the means to keep 
on living. He also says that this is the 
first step in reclaiming West Virginia. 

Of course, the actual purpose of the 
mission is to lure people who oppose 
the Dark Minions to their deaths, and to 
bring supplies and equipment to the 
Dark Minions in the West Virginia De- 
monground. 


CONVOY 

The convoy consists of two HMMWVs 
with mounted M60 machineguns, one 
Orca 2'/2-ton truck configured to carry 
passengers, and two Kenilworth Pile- 
driver semitrailer tractors hauling en- 
closed trailers. Most of the trailers’ car- 
gos consist of mundane items like build- 
ing material, food, medical supplies and 
so forth. There are also weapons in the 
trailers’ cargos. One of the trailers has a 
box containing 10 M16A2s (the box is 
labeled as containing AR-15s), 20 30- 
round clips and 300 rounds for each 
weapon. Another box contains 10 In- 
gram M10 .45s (the box is labeled as 
containing propane canisters), 20 clips 
and 200 rounds for each weapon. An- 
other box containing an M2HB and four 
belts is labeled as containing a stove. A 
box labeled as containing pipes actually 
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THE THOUSAND-YEAR 
IMPERIUM 1S DEAD! 


When | was a child, Grandfather told us stories at night, 
Stories of dukes and admirals, of galaxy-spanning em- 
pires, of star fleets locked in titanic battles. And he showed 
us the shiny radiation scars he had earned in those battles, 
scars which were red and ugly and came flickeringly to life 
in the dancing firelight. 

None of the others believed the stories. Some said they must 
have happened generations earlierthan Grandfather's time— 
others said they could never have happened. 

But! believed. And late 
at night | looked up and 
dreamt of the stars, and 
of others like myself on 


THE DAWN 
OF A NEW ERA 


When | hit the Hiver technical curriculum, it was as if 
I’d come home for the first time. This was where | 
belonged, and it’s where | would have stayed if the first 
expeditions into The Wilds had turned out differently. 
But all of that came later. 

| loved deep-space astrogation, loved it with a pas- 
sion I’d never felt before. Putting a jump ship “into the 
hole” at just the right angle of attack so that 150 hours 
later it climbed out three parsecs away with the exact 
residual momentum to 
throwit to within skim- 
ming distance of a gas 
giant was the most 
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And | knew that one 
day, somehow, | would 
walk among them. 


Anemperorshotdown 
in cold blood. A hundred 
BatRons tumed to glow- 
ingvaporintitanicbattles. 
A thousand worlds rav- 
aged, burnt, and broken. 

And then came the 
Virus. 

Developed from sili- 
con-based life forms, 
designed as a weapon 
to attack enemy com- 
puter systems, released 
by a commando raid 
before safeguards and 
controls could be per- 
fected, the Virus swept 
human space with the speed and destructive power of 
a firestorm. 

Computer defenses designed to stop invasive programs 
slowed it up, but none of them could stop it for long, 
because the Virus was alive, self-aware, and intelligent. 

It was also mad. 

Now, 75 years later, the star-spanning Imperium 
and its technological wonders are a dim memory. 
What remains besides ruins, decayed artifacts, and 
pockets of civilization clinging desperately to their 
preserved knowledge? 

The unbowed human spirit. 


Jarn or Dud 
Removal 





elegance to it that I’d 
never imagined existed, 

On-OFf Lazer Sight and nobody was better 
Safety On at it than I was. No- 
afety Off body. 
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Although Traveller: 
The New Era is set 
after the spectacular 
collapse of a star-span- 
ning civilization, it is 
notagame about end- 
ings—it is a game 
about beginnings. It is 
the beginning of anew 
dawn as humanity re- 
discovers the worlds it 
once owned and the 
knowledge it once 
commanded. 

It is about an era 
rich in adventure. Players explore long-abandoned 
worlds; recontact cultures which have regressed to 
primitive status or retreated into xenophobic super- 
stition; help rebuild struggling societies and dam- 
aged ecosystems; conduct trade, diplomacy, and 
even espionage into unknown or little-known re- 
gions. 

The New Era is a time when individuals make a 
difference again, and the players are on the cutting 
edge of that era. 

Humanity’s birthright will not be denied. Once 
again—once and for all—mankind will own the stars. 


Lanyerd Hock 








THE HARD EDGES OF SPACE 


When we tound out what happened to the crews of 
those first ships we sent into The Wilds, it was as ifeveryone 
went a little crazy. Or maybe we all just grew up. Maybe 
there isn’t a lot of difference. Veronique had been on one 
of those ships—sweet, brilliant, gentle Veronique. 

Grandfather, by then a white-haired patriarch, stoodin 
council and spoke for a long time—spoke about what it 
must have been like for the people in The Wilds to have lost 
so much so quickly. The memory of what had been before 
was Still strong in him—strong enough that he could 
understand what the loss of it could have done to people, 
could have driven people to do. And he wanted all of us to 
understand, too. 

| understood. | understood better than Grandfather. 
This was disease—disease worse than the Black Death, 
worse than the Virus. And we had the cure ...star—hot 
plasma and RAM grenades and coherent light. | said as much. 

Things were never the same between Grandfather and 
me after that. There was just too much of the past in him 
to have much heart for the future...ormuch stomach for it. 


Once human-settled space was reasonably uniform, 
but those days are gone. The diversity of post-Imperial 
human space is typified by four regions. 

e The Regency: What was once known as the 
Domain of Deneb is now the Regency, the self-pro- 
claimed keeper of the Imperial flame. Protected from 


the spread of the Virus by the tide of Vargr invasions as’ 


well as the currents of the Rebellion itself, the Regency 
erected a strict quarantine which preserved it from 
contamination. Only here is there a remnant of the old 
Imperium with a sense of continuity with the past. 

e Pocket Empires: Here and there throughout the 
old territory of the Imperium are small groups of worlds 
which have re-established space flight and trade. These 
pocket empires are isolated islands in a sea of anarchy. 

¢ The Rim: Along the trailing rim of old Imperial 
territory are a handful of worlds which have partially 
recovered from The Collapse with Hiver technical 
assistance. Having tried to re-establish trade and diplo- 
macy with The Wilds by peaceful means, and having 
suffered terrible losses doing so, they have now begun 
a more vigorous campaign. They are called Reavers or, 
by some, Star Vikings. 

¢ The Wilds: The vast majority of the Old Empire is 
made up of Wilds, ruined worlds struggling in igno- 
rance and barbarism. On many of these worlds there 
remain relics of pre-Collapse technology, and these are 
used by small ruling elites to force absolute obedience 
by the masses of the population, medieval subsistence 
agriculture existing side-by-side with grav tanks and 
battledress-equipped feudal overlords. 


A DIFFERENT GAME 
FOR A DIFFERENT ERA 


By the time we hit Hastaan and liberated it from the 
benevolent rule of its “God-Emperor” (lamnot joking), we 
had the drill down pretty tight. We were on the ground 
before his air defense network had a decent fire control 
lock, inside the city before his troops had the guntracks 
powered up, and inside his palace before anyone thought 
to button it up. Then we hit his Sacred Guard, 500 of the 
roughest, toughest guys he had. 

They were probably pretty good at shoving sodbusters 
and stealing chickens, but when it came to a real fight, 
they were just another bunch of jerks in silly outfits. We 
found out later their motto was “Death Before Defeat.” 

All they got wrong was the order. 


Traveller: The New Era is more than just a change 
in background; it’s a major revision of the game system 
that all existing Traveller players should welcome. This 
revision has two principal features. 

A Compatible System: The new game uses a new 
system—at least it’s new for Traveller. We've used the 
GDW House System for the game, because it provides 
a number of exciting advantages. 

e The House System is a third-generation game 
system, with rich and detailed character generation 
and a heavy emphasis on roleplaying. 

e Fast, realistic combat, a major improvement over 
the old Traveller/MegaTraveller system. 

e An elegant, realistic task resolution system which is 
the unifying game mechanic throughout the system 
and which combines skills, attributes, and difficulty 
level in one D20 roll. 

¢ Completely compatible with Twilight: 2000, Dark 
Conspiracy, and Cadillacs and Dinosaurs, GDW’s 
other house roleplaying games. Not only can charac- 
ters cross over from one game to another, but animals, 
vehicles, weapons, and equipment are usable across 
game lines as well, expanding the volume of useful 
supplements tremendously. 

A Universal System: The basic Traveller game retains 
its setting in one historical time line and one possible 
pattern of future technological development. How- 
ever, with the publication of the Traveller Technical 
Architecture, the game becomes expandable tofit any 
science-fiction milieu desired. 

Technical Architecture provides design sequences 
for starships, vehicles, weapons, and other equipment, 
and explores different technological approaches to 
weapons and transportation—stutterwarp, star gates, 
matter transmitters, and more. It also provides useful 
ideas on universe-building, for players and referees 
yearning for a trip into the genuine unknown. 








A UNIVERSE 
OF SUPPORT MATERIAL 


The resources GDW hasalready poured into the New 
Era project are just the down payment on its commit- 
ment to a renewed and revitalized Traveller product 
line. In 1993, Traveller resumes its place as GDW’s 
flagship game line, led by the following releases: 


Traveller®: The New Era 
The new core productin the Traveller line, this book 
contains all of the rules necessary to play the game: 
character generation, tasks and skills, travel and explo- 
ration, combat, nonplayer characters (human and 
alien), planetary encounters (including unusual flora 
and fauna), world generation, and more, as well as a 
broad assortment of 
equipment, weapons, ve- 
hicles, and spacecraft. 


a eT 


Starship Combat 
Although the basic 
game includes rules for 
resolving hostile encoun- 
ters in space, this product 
expands those rules into a 
rich and detailed board- 
game. Usefulforsingle-ship 
encounters aswell assquad- 
ron actions, Starship Com- 
batbreaks down the barrier 
whichused toexistbetween 
these two and integrates 
themintoacoherentwhole. 


The Technical 
Architecture 

Every wonder what an 
MHD turbine was and how it worked? Ever want to 
calculate the range at which a laser stopped being 
dangerous? This book is for you! 

No science-fiction game has ever offered a product 
of this scope or vision before, and yet it is the very 
essence of science fiction. 

First, the Technical Architecture provides alayman’s 
explanation of the real science behind the numbers in 
Traveller, addressing issues such as acceleration, grav- 
ity, power generation, laser light dispersion, and much 
more. Then it provides design and construction formulae 
for vehicles, spacecraft, weapons, sensors, and more. 

Finally, it examines technologies and gives design 
sequences for systems not normally found in Traveller. 
This enables you to use Traveller's game rules to re- 
create almost any science-fiction universe found in 
popular literature, or create your own. 





UNIVERSE TO EXPLORE... 
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Deluxe Traveller® 

Combining the New Era rules with the Technical 
Architecture and a variety of playing aids, Deluxe 
Traveller becomes the ultimate science-fiction role- 
playing game, a genuine paper time machine. 


Reavers 

Where do the Star Vikings come from, where are they 
going, and why? This first region sourcebook is rich in 
adventure material and background, covering the Old 
Expanses where the Star Vikings are based, their Hiver 
patrons, and The Wilds they have sworn to tame. 


Survival Margin 

How did the Imperium die? How did the Virus work? 
And what forces have arisen to fill the vacuum in the 70 
years since? Survival 
Margin bridges the his- 
torical gap between 
Megatraveller and 
Traveller: The New Era, 
plus offers guidelines for 
referees to update their 
campaigns and convert 
MegatTraveller charac- 
ters to the new system. 
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Challenge 

Challenge magazine 
continues to support all 
science fiction gaming, 
but with the release of 
New Era, it will focus 
more on Traveller, pro- 
viding a constant stream 
of optional rules, new 
equipment, and unusual 
adventures. 


Miniatures From RAFM 

We're really excited at the prospect of RAFM‘s new 
line of Traveller 25mm figures, which we know will 
capture the exciting feel of the new game. 

Equallyimportant, and an historic first, willbe the line 
of detailed Traveller starships, designed for use with 
the Starship Combat rules. With luck, these will release 
at about the same time as the boardgame. 


Novels 

Although we have allowed authors to set their worlds 
in the Traveller universe in the past, we have never had 
a GDW-sanctioned Traveller novel. That’s going to 
change as well. Although it’s too early to say anything 
definite, we’re sure you're going to like what we have 
in mind. 





few nights after the player 
characters hear the ru- 
mor, they receive word 
through their usual con- 
tacts that the job is theirs, 
if they want it. 

At a predesignated 
time and location, an AV-4 
drops from the sky and picks up the 
characters. It is piloted by a short but 
normal-looking pilot wearing good-qual- 
ity street clothing. The AV pilot refuses 
to talk to the PCs and is separated from 
them by an SP 40 bulkhead. The AV ride 
only lasts 15 minutes, ending with the 
aerodyne grounding atop a building, 
where it is lowered into the building 
interior. The PCs are greeted by several 
unarmed people in uniform coveralls; 
one man in particular seems to be in 
charge. A balding man with a rugged 
countenance, he cheerfully ushers the 
characters into aconcrete waiting room. 
Two doors are the only visible exits— 
the one they entered through and one 
other directly opposite. 

The man introduces himself as Jim 
and outlines the conditions of earning 
5000 euro apiece. “The money is inthe 
bag on the other side of that door,” he 
says, pointing atthe far door. “The bag’s 
bright hunter orange—you can’t miss it. 
Once you go through the door, it will 
time-lock. After four hours, it reopens— 
there’s a big readout on the other side of 
the doorthat tells how long until opening 
time. There’s no other way out, so you'll 
have to spend the four hours there. 
When the door opens again, you can 
walk out five grand richer. 

“You're permitted two kilos mass of 
items other than clothing. You have to 
select what you want to take with you 
before you go through.” 

If the characters press him for infor- 
mation, Jim just smiles and tells them 
that’s all the information they get. The 
only thing he will add is that the job has 
nothing to do with making new enemies 
of any kind. 

Ifthe characters protest and refuse to 
enter the door with only twokilograms of 
equipment, he shrugs and tells them 
that those are the requirements. If they 
don’t want the money, they’ll be taken 
back to the AV and flown to the drop-off 
point. 

If the characters try to threaten or 
harm Jim, the waiting room is flooded 
with knock-out gas. It’s based on nerve 
gas, so it can enter through any pore. 
Only nanotech toxin binders help to 
fight off the effects. The normal saving 
throw is —8 to the Body save perturn, +4 
if equipped with toxin binders. Failure 
indicates unconsciousness. 


Cyberpunk 2.0.2.0. 





WELCOME TO THE JUNGLE 

Twokilograms of equipmentisn’t very 
much. That's the weight of one loaded 
pistol or most large hand weapons 
(monokatana, sword, axe, etc.). Mon- 
sters such as chainsaws and naginatas 
are right out. After they choose their 
equipment, the characters can go onin. 

The door is thick, and operates like a 
cross between an airlock and a vault 
door (it’s airtight and SP 40, SDP 40). A 
wave of hot, moist air washes over the 
adventurers as the door hisses open. 
The front face of the door sports a large, 
red LED digital readout to record the 
four-hour time limit. 

Beyond the door is a jungle. That’s 
right, a tropical jungle. PCs with military 
backgrounds may begin complaining 
right now; their past is full of fighting to 
get out of places like this! The sun 
cannot be seen clearly through all the 
foliage. (If someone climbs a tree and 
looks up, hecan see aceiling five meters 
above the treetops, with rows of heat- 
lamps along the edge providing light 
and oppressive heat.) Dim beams pierce 
the matted leaves and illuminate the 
ground below with a spooky twilight 
glow—normal for tropical rain forests. 
Visibility is reduced to about five meters, 
thanks to the lack of light and the thick 
foliage. Even thermographs and low- 
light vision can only see about 10 
meters—plants are great insulating heat 
buffers. 

There are three paths leading off 
through the door; a character making a 
successful Awareness/Notice roll +20 
thinks he can hear running water in the 
distance through all the jungle noises. 

The jungle is loud. There are animal 
noises, bird noises, occasional breezes 
that rustle the leaves, and the other 
random sounds of an active jungle eco- 
system. Military veterans who have done 
tours in South America are familiar with 
this. The noise level is so loud that 
whispering cannot be heard a foot away, 
and you have to raise your voice to be 
heard at 10 meters. Militaries use hand 
signals for silence in situations like this; 
those characters who have military back- 
grounds may use them. Other charac- 
ters must make an INT=12 roll to figure 
out the hand signal each time it is used. 

Some adventurers may wish to try to 
figure out their locale—or at least the 
locale that this jungle simulates. This is 
abiology +12 Education/General Knowl- 
edge +20, or Zoology +15 skill check. 
Success brings the realization that the 
jungle is avery good simulation of those 
found in India. 

The jungle enclosure is approximately 
450 meters on each side and about 20 


meters tall. The trees are eight to 15 
meters tall, and the river is about three 
meters deep at the center of the chan- 
nel. 

The money is in the enclosure as 
promised. It’s in a bright orange bag, 
which anyone will automatically spot 
upon coming within eight meters of it. 
The cash is all there, in a nice, crisp, 
new bills. The gamemaster can put the 
bag wherever he wants in the enclo- 
sure—up a tree, out in the middle of a 
river, etc.—based on how much trouble 
he wants the PCs to go through in 
fetching it. 


SOME LIKE IT HOT 

The temperature is about 95 degrees 
Fahrenheit, and the humidity is 97%. 
Coming from the city confines of the 
Cyberpunk world, few characters are 
going to be prepared for this. 

Anyone who’s worn body armor 
knows that the stuff doesn’t breathe. It's 
very hot to wear, and in a pressure 
cooker like this place, it’s unbearable. 
Add +1 to the Encumbrance value of 
each piece of armor worn in this climate. 

Dealing with the heat for four hours is 
going to be bad. The best way to do it is 
to stay out of the sunlight (no problem), 
wear light-weight, full-length clothing, 
avoid heavy exercise, and drink lots of 
water. Odds are not in favor of the 
adventurers being equipped for any of 
the latter requirements. 

Game statistics on heat effects are 
as follows: For every hour spent in the 
heat, make a Body Save to avoid heat- 
stroke. The basic save is +5 (which 
means almost anyone will make it). 
Rolls of 1 are not fumbles for the pur- 
poses of this save. There are modifiers 
to this difficulty: 

Armor: +1 for every 10 SP (rounded 
up) per location. Skinweave and dermal 
plate does not count for this purpose. 

Water: +3 if the character doesn’t 
drink a pint of water that hour. 

Exercise: +5 if acharacter exercises 
heavily that hour. Either mild, continual 
exercise (walking) or short, violent exer- 
cise (combat) counts. 

Clothing: +1 if the character doesn't 
wear a shirt (a sweat-drenched shirt 
cools through evaporation), and +3 if 
the character wears heavy clothing. 

If acharacter fails this roll, then heat- 
stroke sets in. The character's strength 
and coordination fail, and he may pass 
out. Roll another, unmodified Body 
Save—failure or fumble means the char- 
acter has passed out. A character who 
has passed out may go into shock; treat 
the character as being in Critical wound 
status. If the Shock Save is failed, the 
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Tigr Turner, 
Exotic Tigress 


INT 7, REF 10/13 (14), TECH 4, COOL 9, 
ATTR 10, LUCK 5, MA 12, BODY 13, EMP 5/-1, 
HC 67, Body, Save 13, BTM -5, Damage +6. 

Armor: Location 2-4=30 SP. All other 
locations=12SP. 

Cyberware: Neuralware (RFB=2, boost- 
master, olfactory boost, pain editor, interface 
plugs), nasal filters, adrenal booster, subdermal 
armor, grafted muscle, bone and muscle lace, 
skinweave, enhanced antibodies, toxin bind- 
ers, nanosurgeons, Lifesaver™ skinweave, two 


CVD¢ =o 


character goes into Mortal O status and 
must test for his Death Save. Charac- 
ters surviving the Death Save must be 
stabilized, as per normal rules. 

Even if acharacter doesn’t pass out, 
all his active stats (Int, Reflex, Cool, MA 
and Body) are reduced to one-third nor- 
mal until the heatstroke passes. 

Defeating heatstroke requires lower- 
ing of body temperature; anyone with 
military experience (or First Aid 2+ or 
Medical Tech 1+) knows this. The sim- 
plest way to do it is to immerse the 
subject in lukewarm (not cold) water 
and force liquids. Once this is done, the 
subject gets an Endurance check +10 
every 15 minutes to recover from the 
effects of heatstroke. Stabilized victims 
who have passed out get an Endurance 
check +15 every half-hour to recover 
form the effect of heatstroke. 


ANIMALS 

There are animals in the jungle. The 
trees are alive with birds; movement 
can be heard in the ground cover; and 
the cries of animals echo across the 
enclosure. The small animals and birds 
are quite real and probably rather rare. 

The larger animals aren't real. They 
are robotic simulations. They have lim- 
ited movement routines to make them 
look a bit more realistic and have heat 
sources so they look real on thermo- 
graph. All these robotics have SDP 20. 
Most are not harmful, but some are: 

Deer: Not a NorthAmerican deer, but 
one of the many deer that roam India. 
Raises its head from grazing when any- 
one approaches within 10 meters. 


Notice check at +20. The tiger has an 
effective Reflex + Melee skill of 15 and 
does 4D6 damage to whomever it hits. 
It only makes one attack, then retracts 
back into the bushes, like a jack-in-the- 
box. 

Second Tiger: This Bengal tiger 
stalks around its noted circuit, snarling a 
warning at random intervals. 

Crocodile: A big croc lurks in the 
water, doing the classic “floating log” bit. 
Anyone approaching within five meters 
will be attacked, at a Reflex/Melee skill 
of 10, doing 4D6 damage on the hit. The 
croc’s jaws clamp shut on the victim, 
doing 2D6 damage per round thereafter 
until its jaws are pried open (Strength 
Feat +20), or until the body part comes 
loose. 

Serpents: There are some living 
menaces in the jungle, too. India is 
renowned for its lethally toxic serpents, 
and there are a healthy number of them 
roaming the enclosure. Serpent attacks 
should be more or less random, as the 
g:énemaster wishes. Snakes usually 
don’t attack unless threatened (i.e., 
someone nearly steps on one). 

There are three kinds of serpent at- 
tacks: small ones, medium ones (most 
common), and big ones (there are only 
a few cobras in the enclosure, so these 
should be quite rare). See the Serpent 
Attacks Table. 


EYE 
OF THE TIGER 
The adventurers are not the only 
people in the enclosure. There is one 
other who walks on two legs—their 
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Reaching into a desk drawer, the 
scientist (Milo-G-BEL-5) produces an 
odd-looking device composed of apalm- 
sized activator unit connected to what 
looks like a squat metallic briefcase by 
way of a long black cable. A single 
button is mounted on the hand unit. 
There is acarrying-handle on the metal- 
lic box in addition to a mount for the 
controller. 

“This is what we call a portable, no- 
mess, nuclear personnel disintegration 
unit, or PDU for short. It is what you will 
be testing during the course of your 
mission, if you choose to accept this 
responsibility. Please see to it that it is 
not damaged. You will, of course, be 
performing a great service for our friend 
the Computer, as well as R&D.” 

Refusing to test this fine piece of 
equipment would warrant a Treason 
Point, as only atraitor would suspect the 
scientists down at Research and De- 
sign of turning out a defective device. If 
the troubleshooter declines, the scien- 
tist will say, “Well, if you’re not going to 
test it, then what are you bothering me 
for?” and will promptly utilize the PDU 
on the troubleshooter. 

After this, the scientist bids the char- 
acter or his clone a good daycycle, then 
picks up an odd little device which he 
will fiddle with until another explosion 
results. Milo-G-BEL-6 will soon appear 
through R&D’s main entrance and walk 


STONE MOUNTAIN MINIATURES 
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DSF385 WARBOT COMMAND SECTION: Command bot, 2 Scout 
Bots, 2 Laser Bots 

DSF386 WARBOT LASER SECTION: 5 Laser bots 

DSF331 RIFLE SQUAD: Male troopers (2 firing advanced combat 
rifles, 1 running, advanced combat rifle, 1 advancing, ACR) 
DSF332 HEAVY WEAPONS SQUAD: Troopers (Male throwing 
grenade, female/laser cannon, female/rocket launcher, 
male/laser cannon) 

K'HIFF EMIR & ELITE GUARD: 1 Emir, 3 Elite Guard/ 


ELITE GUARDS/ASSASSINS: 4 Advancing (Laser rifle) 
K'HIFF ANSAR (Warriors): 4 Advancing (AP rifle) 
ANSAR: 2 Advancing (Laser rifle), 2 firing (VRF AP rifle) 
K'HIFF ANSAR: 4 Advancing (Flamer) 

ANSAR WITH HEAVY WEAPONS:2 with rocket launcher, 


$5.95 per package. MC/VISA phone orders accepted. 
Catalogs: $4.00 to Dept. CG, Box 594, Broomfield CO 80038 
24 hour phone/fax: 303-465-4246 


briskly into the smoking office. 

There are several gadgets and 
doohickeys scattered about Milo-G- 
BEL’s office which would certainly inter- 
est Pro Tech. Most of it is junk, but a 
minor search (and some Stealth rolls, 
perhaps) could prove profitable. 

PDU: This device is simply a hose 
job, pure and simple. Stenciled on the 
side of the device is the apparent gram- 
matical error “Personal Disintegration 
Unit,” instead of “Personnel Disintegra- 
tion Unit.” When used by NPCs, the 
device works like the latter. When used 
by our troubleshooter, the device works 
exactly as it says. 


ARMED FORCES BUREAU 

This is a pleasantly decorated, com- 
fortable room containing plush, padded 
chairs and an imitation wood magazine 
table. Atadesk sits a sweet little old lady 
who is quietly knitting away, humming 
softly to herself quite confident that she 
can take out anyone who bothers her 
with the fully pump-action slug-thrower 
under her shawl. 

On her desk is a sealed black crate 
which just arrived and is to be stored in 
the back room of the office. Try and 
guess what's in it. 

The crate with the device Pro Tech 
wants to get its grubby hands on hap- 
pens to have been sent nearly two 
yearcycles ago. Pro Tech has always 
been known for its up-to- 
date contacts. 


MISSION 

VLT sector is reached 
via an autocar which (sur- 
prisingly enough) arrives 
without stalling, taking 
hour-long detours, ex- 
ploding or falling apart 
onthe track. This may or 
may not call for an Insan- 
ity roll. 

From there, it’s off to 
search for acorridor with 
malfunctioning lighting. 
Let the troubleshooter 
sweat a bit (or more) be- 
fore he notices a short 
Security Clearance Blue 
corridor with alone faulty 
light (size 5, serial num- 
ber 6743d). This presents 
a bit of aproblem, as the 
troubleshooter is of Se- 
curity Clearance Orange. 
Well, who said life was a 
holo-beach. 

If the PC can formu- 
late some ingenious 
method for retrieving the 


faulty light without alerting any snoopy 
IntSec troopers armed to the teeth with 
knives, guns and termination vouchers, 
the troubleshooter will then have to run 
down to PLC to get the replacement. 
Once there, he will be told he needs a 
requisition form which he can get at 
HPD&MC. After finding an HPD outlet 
which isn’t closed, he is informed that 
authorization is required from CPU. At 
the local CPU branch, he is told that 
there will be a bit of a wait before the 
desired forms canbe signed. During the 
five hours which the troubleshooter may 
ormay not be forced to wait, the PC may 
experience some or all of the following 
encounters: 

Traitor: “Il can’t take it anymore. | 
can’t take commies, traitors. computer 
madness. Aargh!!” With that, several 
crimson laser beams flash past, a few 
dropping some lax-reflexed Infrared citi- 
zens standing nearby. The traitor who 
wields the offending artifact is running 
toward you, at top speed. 

Public Announcement: As you are 
walking along a corridor (painted Red 
for your convenience) a loudspeaker 
airs yet another public announcement: 
“Happiness is mandatory. Are you 
happy? Don’t miss tonight’s Teela 
O’Mally show. Guests include the reani- 
mated corpse of hacker Chip-Y-COM- 
3. Will (insert troubleshooter’s name 
here) please report for experimental 
brain reconstruction immediately.” 

Goon: An Armed Forces goon with a 
shirt size larger than his IQ lumbers by 
the troubleshooter, goes up to a Happy- 
Choco-Bar vending machine, ponders 
dully for a moment, then kicks the ma- 
chine with a steep-toed boot, creating a 
sink-sized dent. Whenno Happy-Choco- 
Bars are dispensed, he volunteers the 
troubleshooter, with a gutter grunt of 
“ficksit ridnowrelse.” 

After all this fun, the CPU branch 
clerk (if he’s still alive) asks for the serial 
number of the light bulb. The trouble- 
shooter may have to go all the way back 
to the corridor and get the serial num- 
ber, come back to this office, and find 
thatitis closed. Ifthe troubleshooter has 
the serialnumberon hand and gives itto 
the clerk, another hour will be spent 
waiting, then he’ll be informed that au- 
thorization to acquire a requisition form 
for a size 5 light bulb (serial number 
6743d) has been denied. Right. 

Repairs may be attempted, with rea- 
sonable success. Or then again, the 
troubleshooter may electrocute himself. 
Or the entire sector may be ravaged by 
electrical fires. Or maybe, just maybe, 
the multiverse implodes. 

You decide. 
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DEBRIEFING 

When the mission is completed, the 
troubleshooter is called back to the brief- 
ing room for debriefing. Immediately. 

When the PC arrives back at the 
briefing room, he will find that it is no 
longer there, having been converted to 
the manufacture of foot-adhesive in- 
soles. The temporary briefing room has 
moved roughly a kilometer away, and 
the last character of its code has been 
changed from A to B. 

If the troubleshooter asks someone 
where the debriefing room is (again), an 
IntSec trooper will stride up and ask if he 
can offer any assistance (though he 
doesn’t sound at all courteous). If asked 
where the debriefing room is, he will ask 
the troubleshooter why he is inquiring 
about obviously classified information. 
Unless the troubleshooter invents avery 
good excuse, he’s promptly fined 50 
credits for Suspicion of Suspected Con- 
spiracy to Attempt Treason. If this fine 
cannot be paid (at all or in part), the 
trooper will add Failure to Pay Fines 
Promptly and haul the troubleshooter 
down to IntSec HQ for a little bit of 
nonlife-threatening interrogation. Unless 
the character tells the troopers what 
they want to hear (i.e., boot-licking), 
they beat his buttons off and haul him 
down to HPD&MC for some puncture 
wound resistance tests. After this, they 
drop the troubleshooter off at the tem- 


porary briefing room, where he can 
promptly deliver aclear, concise report. 

The debriefing officer will ask various 
questions about Operation: Aurora. 
Queries about the troubleshooter’s per- 
formance are resolved, along with any 
loose strings (or wires). An official com- 
mendation is in order for a mission 
successfully completed, in addition to a 
50 credit bonus for a job especially well 
done (however, this is negated by the 
charge for Being Late For Debriefing 
After An Important Mission filed by the 
debriefing officer, which has a fine of 50 
credits). 

After all of this, R&D will step in, 
inquiring about the experimental de- 
vice. If the troubleshooter hasn’t both- 
ered to test the thing, he will be scolded 
and fined 30 credits. Keentroubleshoot- 
ers will offer to test the PDU immedi- 
ately, volunteering the oh-so-friendly 
Indigo brute (yup, he’s still here) as a 
test subject for the Computer’s benefi- 
cial R&D program. 


ENDING THE SCENARIO 

The troubleshooter’s secret society 
will contact him after the debriefing, 
asking about the crate it wanted picked 
up. If the troubleshooter got it, great— 
everyone’s happy (but who wasn’tin the 
first place?), and perhaps an IOU or 
promotion is in order. Before opening 
the crate, the society decides togive the 


troubleshooter the honor of detonating 
the explosives that will destroy the fas- 
cists down at the Armed Forces Bureau. 

Aren’t you so happy you could just 
hemorrhage? Q 


Check It Out! 


Call or write for your free pilot issue 
of the following GDW newsletters: 


SitRep 
for Harpoon 


Eternal Soldier 
for Twilght: 2000 2nd ed. 


Imperial Lines 
for Traveller 


GDW 
PO Box 1646 
Bloomington, IL 61702-1646 
Phone: 1 (800) 383-3512 





GDW is continuing to actively recruit 

new members to demonstrate its product 
line at conventions and stores. If you enjoy 
gaming and are willing to bring this fun to 
others, you have the qualities we seek. 
We're looking for people who are familiar 
with Traveller®—science-fiction's 
greatest game. Sound good so far? Keep 
reading, it gets better. 

Joining the GDW Demo Team, you'll 
become part of a network of game 


JOIN THE 


15 Vil, 
“ROM, 


GE Se) 


: enthusiasts that spans across the United 
PN eINZ- Vz (oI, (IL, States. By becoming part of the team, you'll 
be given first-hand information about all of 


GDW's products before their release. 
Bottom line—It's fun! 


A <A 


c/o GDW 
P.O. Box 1646 
Bloomington, IL 61702-1646 
(309) 452-3632 fax---(309) 454-3127 


Stores and conventions: Contact us today about 
having an official GDW Demo Team visit your site. 
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MELAS: PORTRAIT 


Ruled by the Belgian Coprates Company, 
the Martian city of Melas is very corrupt, 
and bribery is required to get anything done. 
Among the demoralized Martians who live there, 
anything can be had fora price. 


By James L. Cambias 


elas is the capital of the Upper 
Coprates Valley, one of the 
strongholds of colonial power 
on Mars. Its population is 
101,700 (including 9100 
Terrans). Ruled by the Bel- 
gian Coprates Company, the 
city is very corrupt—bribery is 
required to get anything done. Among 
the demoralized Martians, anything can 
be had for a price. 

Nonetheless, Melas is quite prosper- 
ous. It was always an agricultural cen- 
ter, specializing in the production of 
gumme, the Martian rubber substitute. 
The coming of the Belgians has made 
Melas a major trading center, and many 
natives have grown rich. The inhabit- 
ants are understandably hostile toward 
Terrans. But the brutal methods used to 
suppress unrest ensure that this hostil- 
ity is kept private. 


HISTORY 

For centuries, Melas was a subject of 
Po-poo-hanna-kitai (now New Am- 
sterdam). It became independent 400 
years ago, after a revolt led by the Kro- 
jo-ser family of nobles. The family ruled 
Melas until 1876, when beings from 
Earth arrived in the valley. Initially, the 
Belgian scientific and trading expedi- 
tions were met with curiosity and ner- 
vous hospitality. This changed to enmity 
as the traders began resorting to out- 
right theft of supplies and valuables. 

In 1879, Melasian forces attacked 
the expeditions, and for atime itseemed 
that the Terrans might be driven away. 
But King Leopold responded by estab- 
lishing the Belgian Legion, an army of 
adventurers and mercenaries. The le- 
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gion took the field in 1880, and a series 
of battles eventually led to the capture of 
Melas in 1883. In fact, Leopold did not 
want to conquer the valley—he would 
have preferred to bully local rulers into 
cooperating, thus saving an enormous 
expense. But the ham-fisted methods 
of the legion prevented a peaceful reso- 
lution. 

In 1885, the Upper Coprates Repub- 
lic was established under the rule of the 
Coprates Company. Other European 
powers recognized the new state, un- 
der a general agreement defining 
“spheres of interest” on Mars and Ve- 
nus. Remnants of the old MelasianArmy 
continue a campaign of guerrilla raids 
against the Belgians. 


COPRATES 
COMPANY 

The Coprates Company (Societé 
General du Coprates) is a publicly held 
corporation. King Leopold has a 50% 
controlling interest. The company holds 
a monopoly on commerce in and out of 
the Upper Coprates. All cargo to and 
from Earth is carried on company ether 
flyers, and all cloudship or canal ship- 
ping must pay the company’s tariffs. It 
owns and operates all the gumme plan- 
tations in the Upper Coprates, and col- 
lects a head tax from villages and cities. 
The plantations are worked by prison- 
ers and forced-labor draftees, under 
dreadful conditions. 

In the Lower Coprates (which is a 
protectorate of Belgium), its monopo- 
lies are limited. Other Belgian firms en- 
gage in gumme production and pro- 
cessing, and trade is allowed to both 
Belgian and non-Belgian shippers. Nev- 


ertheless, the Coprates Company con- 
trols most gumme production in the 
lower valley. 


ARMED FORCES 

Melas is garrisoned by a regiment of 
the Belgian Legion, four regiments of 
Coprates Company troops and a mer- 
cenary force of Hill Martian cavalry. 

Belgian Legion: The Belgian Legion 
troops are humans of all nationalities. 
The Third Regiment, headquartered in 
Melas, is relatively well disciplined, with 
Good quality troops. It has 180 men, 
plus a troop of 20 cavalry and a battery 
of 12-pounder cannon. The regiment is 
quartered at the royal fortress, but one 
battalion is normally out in the field 
hunting rebels. 

Coprates Company: Coprates Com- 
pany troops are all Canal Martian—a 
mixture of mercenaries, landless peas- 
ants and draftees. Officers are all 
Terrans. Company troops are generally 
much more humane than the legion. 
They are of Green quality and are armed 
with rifle muskets. There are three in- 
fantry regiments and one cavalry regi- 
ment. Each occupies one fortress. A 
police force of 100 men (40 Terrans and 
60 Martians) is headquartered at the 
palace; the men live in town and are 
armed with pistols and swords. 

Mercenary Cavalry: The Hill Mar- 
tian mercenary cavalry force consists of 
300 men armed with bows, swords and 
lances. They are quartered at FortGhent 
and are of Fair quality. They have noth- 
ing but contempt for the natives of the 
valley. 

Artillery: The artillery is grouped into 
five batteries. Forts Leopold, Ghent and 
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Waterloo each have a Rogue gun and 
two heavy cannon. One mobile battery 
of three light guns is based at Fort 
Albert, and another of three rod guns is 
based at Fort Louvain. The two gates 
each have aMitrailleuse emplacement. 

Fleet: Most of the city’s ships were 
destroyed or went over to the rebels. 
Four fell into the company’s hands. 
One Swiftwood-class kite has been re- 
fitted with modern weapons (a 4"short 
gun forward, two 3-pdr. Hotchkiss can- 
non on the wings, and a pair of Mit- 
railleuse machineguns broadside). It 
has a Trained quality Terran crew. The 
others (a Swift Air screw galley, a 
Bloodrunner kite and a Sky Runner 
galley) have Green Martian crews and 
Belgian officers. The Belgian gov- 
ernment’s three steam gunboats are 
based at Copratia, but frequently stop 
at Melas. 


REBELS 

When  Melas fell to the Belgians, 
most of the army wassenttothe gumme 
plantations. A junior member of the 
ruling dynasty, Count Ak-jo-taar, led a 
small force to safety in the mountains. 
They were joined by other remnants of 
the army and by untrained young Mar- 
tians yearning to fight. 

Currently, Ak-jo-taar commands 600 
infantry, 300 cavalry and 10 cannon 
(four light, three heavy and three rod). 
Half are Excellent quality (the cavalry, 
artillery and 120 infantry), armed with 
rifle muskets and some modern rifles. 
The rest are Poor quality, and have 
ae smoothbore muskets and bows. 

== The rebels get most of their supplies 

= by raiding plantations and company 

~_— facilities. Other cities contribute some 

See cae weapons and money. It is suspected 

we 0 that a gang of anarchists helped the 

a Ja count purchase modern guns from 
<— ees —— 


= Des —w FF 
American dealers. 

The bulk of the army is fanatically 
anti-Terran. There have been atrocities 
committed at remote outposts, and the 
Ground Cleanser cult’s influence is 
strong. But Count Ak-jo-taar has real- 
ized that Terran public opinion is a po- 
tential weapon against the Belgians. 
So he tries to restrain his troops and 
f works to improve his relations with vari- 
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ous Terran organizations. 
A network of rebel supporters exists 
Daytime Encounters in Melas, and from time to time an agent 
Type Company City Slum Outside will slip into the city to get news of 
Encounter # 5 4 5 4 Belgian activities. The network may even 


Die Roll Encounter Type include some Terrans within the com- 
1 oldiers oldiers hugs ugs pany. 
2 


Police Police Beggar Beggar 

Official Tourist Sailors Dealer CITY 

Merchant Merchant Merchant Merchant DISTRICTS 

Official Citizen Thief Thief Palace: Once the home of the Kro- 


Accident Accident Accident Accident jo-ser dynasty, the palace complex is 


now occupied by the governor-general 
and the upper-level administrative of- 
Nighttime Encounters fices of the Coprates Company. The 
Type Company City Slum Outside compound adjoins the royal fortress. 
Encounter # 1 2 3 5 Access is unrestricted—a stream of 
Die Roll Encounter Type businessmen and officials goes in and 
Soldiers Soldiers Thugs Thugs out all day. The Tower of Gold, which 
Soldiers Police Thugs Beggar once held the royal treasury, is now 
Police Police Sailors Dealer open to tourists and provides a splen- 

Police Citizen Thief Merchant did view of the city. 
Official Thief Thief Thief West Side: This region is home to 


Thief Thugs Beggar Rebel the city’s remaining aristocrats, along 
with newly rich merchants. Streets in 
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South side 
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| To Copratia 


Fort Leopold 
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this section are named for the Martian 
virtues: Hope, Courage, Truth, Persis- 
tence, Honesty, etc. The British, French, 
American and German consulates are 
all in this neighborhood. At the end of 
Wisdom Street stands the Temple of 
the Sun. 

Company Compound: During the 
final siege, the bombardment started a 
massive fire that destroyed much of the 
city’s center. The Coprates Company 
walled off the area to serve as a base of 
operations. The compound holds the 
massive gumme processing plant, 
warehouses and living quarters for the 
company’s Terran employees. Access 
is restricted to company employees or 
those on legitimate business, but a 
small bribe will get anyone in. 

Landing Field: The landing field has 
doubled in size since the company took 
over. The remnants of Melas’cloudship 
fleet are based here, and the powerful 
Belgian steam gunboats are a frequent 
sight. The three drydocks herecan build 
wooden ships up to Hull Size 10 but 
cannot construct steamships. There is 
a weekly packet service from Melas to 
New Amsterdam and Copratia. 

Harbor District: The harbor basin 
was the work of ancient Martian engi- 
neers. It suffers from silting, and teams 
of laborers constantly dredge it. The 
port is usually full of gumme barges 
being unloaded. The company keeps a 
smallsteam launch armed with a Gatling 
gun here. Some industrial buildings are 
located along the canal, including the 
old bronze foundry, where the city’s 
cannon and armaments were made. 

South Side: The narrow and twist- 
ing streets of this area are home to the 
poorer citizens, many of whom are be- 
ing forced out during the periodic army 
sweeps for rebels. Terrans should avoid 
this area, even during the day. 

Market: In the center of town is the 
market square, where goods are sold 
on market day. Nearby stands the old 
Harvest Goddess temple complex, 
which has been converted into the 
Church of St. Albert. 

“Rive Gauche” and “Leopold- 
ville”: Outside the city gates are two 
collections of hovels and shanties, in- 
habited by refugees, peasants evicted 
from their farms and exiles from the city. 
Both are hives of misery and vice. 

East Side: This quiet part of town is 
inhabited by what remains of the middle 
class in Melas, along with increasing 
numbers of Terrans. The old Melasian 
Scientific Academy stands by the ca- 
nal; it has no more students, but schol- 
ars from all over Mars still come to use 
the library. 
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regions: company (the palace, landing 
field and company compound), city (the 
east side, market and west side), slums 
(the harbor district and south side), and 
outside (Rive Gauche and Leopoldville). 


ENCOUNTERS 
The city has been divided into four 


Encounter 
Descriptions 
Soldiers: A Belgian squad of either 
legion or company troops will question 
and harass suspicious-looking Martians, 
but will leave most Terrans alone. 
Police: 2D6 city police, led by at 


GEORGES FLAMANDE, GOVERNOR-GENERAL (GREEN NPC) 

Flamande is in charge of all the Coprates Company's operations on Mars. His 
fundamental responsibility is to make a profit. Consequently, all his decisions are made on 
the basis of cost versus benefit. Anything that threatens the company is to be eliminated 
as efficiently as possible. 

Motives: Mercantile, Ambitious. 

Appearance: Flamande is a small, well-dressed man with a waxed mustache and 
goatee. He seldom lets himself get excited, and tries always to seem totally emotionless 
and controlled. 


Attribute Skills 
Str: 2 Fisticuffs 1, Throwing 1, Close Combat 1 (bashing) 
Agi: 3 Stealth 2, Marksmanship 1 (rifle) 
End: 1 

6 Observation 6 

5 Eloquence 6, Bargaining 4, Linguistics 3 (English, Memnite, Thark), 
Theatrics 1 
Riding 3 (horse), Leadership 2 


Int: 
Chr: 


Soc: 4 


CAPTAIN JEAN TENBROEK (EXPERIENCED NPC) 

Captain Tenbroek commands the Melas Police Force, and is in charge of maintaining 
order inthe city and environs. He keeps a large network of informants and secret operatives 
to ferret out signs of revolt. Tenbroek is particularly cruel, but does his duty with great 
thoroughness and efficiency, letting nothing stand in his way. There is another side to 
Tenbroek, however. He is insatiably curious, and delights in unraveling puzzles and 
mysteries. He is particularly interested in Martian antiquities. 

Motives: Ruthless, Knowledge. 

Appearance: Tenbroek is a slightly overweight man who wheezes audibly in the thin 
Martian air. He has penetrating eyes and bushy eyebrows. Tenbroek prefers to dress 
casually in comfortable civilian clothes. 


Attribute _ Skills 

Str: 3 Fisticuffs 2, Throwing 1, Close Combat 3 (edged weapon) 
Agl: Stealth 4, Marksmanship 3 (pistol), Crime 2 (forgery) 
End: Fieldcraft 1, Tracking 2 

Int: Observation 5, Science 2 (archaeology) 

Chr: Eloquence 3, Linguistics 1 (Memnite), Theatrics 1 

Soc: Riding 2 (horse), Leadership 2, Medicine 1 


COUNT AK-JO-TAAR (TRAINED NPC) 

The countis one of the few surviving members of the ruling house of Melas. He currently 
leads the rebel army hiding out in the mountains. The count is determined to free Melas 
from the Belgians. He once hated all Terrans, but over the past few years has learned that 
not all are as bad as the ones who conquered his homeland. 

Motives: Driven, Hatred (of Belgians). 

Appearance: The count is small for a Martian, but one seldom notices this because of 
his overwhelming personal magnetism and intensity. He usually wears a much-used suit 
of battle armor or else dresses in the few elaborate garments that remain to him. 


Attribute —_ Skills 

Str: 1 Close Combat 2 (polearm) 

Agi: Stealth 1, Marksmanship 1 (rifle) 

End: Wilderness Travel 3 (foraging), Fieldcraft 1 

Int: Observation 2, Gunnery 1 (muzzle-loading weapon) 
Chr: Eloquence 4, Linguistics 2 (Thaumasian, French) 
Soc: Riding 5 (gashant), Leadership 2 
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Combat uses plastic overlays and “Body Maps” (diagrams of people, 
animals, or objects as seen from the attacker's point of view) for hit 
determination. It's fast, flexible, and easy to visualize. A non-ablative (no hit- 
point) damage system uses real-world results, like blood loss, shock, and 
impairment (how a wound effects a character's ability to act)—all derived 
fromasingle table. The hierarchical skill system is flexible and powerful. And 
the “Clue Tree” adventure format allows complex, challenging adventures 
that don't railroad players’ ideas or bog down play. 


Millennium’s Endis a progressive roleplaying game based on today’s fast- 
paced techno-thriller fiction and movies, with an emphasis on plot, action, 
society and high-technology. The rule book contains over forty pages of 
campaign, adventure, and equipment background material. 













“A creative blend of reality with just the right amount of 
fiction and technology... offers as much as games 
twice its price.” —White Wolf 












“The combat system dif- \ 
fers... from the many skill Siammapii 
based near future games out 
there... The system is inter- 
nally consistent and cohesive, 
and gets a lot done with little 
rolling of dice.” —The Scroll 








“One area where this game stands A. 
out from the rest is combat... it has * é 

a neat feel.” —The Gamer Sd 

If you haven't played Millennium’s End, you owe it to yourself to check it 
out. You will be amazed thata “realistic” system can 
be so fast, flexible, easy to play, and just plain fun. 













If you don't see Millennium’s End at your 
game store, ask for it. Or contact: 


Chameleon Eclectic Entertainment 
P.O. Box 10262 Blacksburg, Virginia 24062-0262 800.435.9930 


Millennium’s End ‘s Chameleon Eclecte's trademark for its contemporaty roleplaying system 
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least one Terran officer. 
They will behave much 
like soldiers. 

Merchant: Merchants 
vary from place to place. 
In company areas, mer- 
chants are Terrans inter- 
ested in making deals. 
Elsewhere, they are Mar- 
tians with something to 
sell. The quality and le- 
gality of what they are 
selling depends on the 
neighborhood. 

Accident: The party 
witnesses an accident. 
This can be anything 
from a ruumet breehr 
running wild to a house 
fire. The adventurers 
may be called upon to 
help or even save their 
own lives. 

Official: A company 
official performing his 
duties. Most will require 
a bribe to give any help 
or information to the 
player characters. 

Thief: During the day, 
a thief encounter will be 
a lone pickpocket or 
purse-snatcher. At night, 
it will be a gang of 1D6 


bandits armed with knives. 

Tourist: One or more Terran tourists 
visiting Melas. Tourists may be compe- 
tent adventurers or helpless “innocents 
abroad.” 

Citizen: An ordinary Martian resi- 
dent of Melas. Citizens will avoid con- 
tact with Terrans and will not be very 
helpful unless paid. 

Thugs: A band of 1D6 young Mar- 
tians armed with clubs and knives. They 
are chiefly interested in beating up and 
robbing Terrans, but will not attack a 
well armed group. 

Beggar: Alone Martian beggar, pos- 
sibly diseased or deformed. Beggars 
are sometimes lookouts for gangs of 
thieves. 

Sailors: Agroup of 1D6 Martian boat- 
men. During the day, they will be sober 
and grudgingly helpful if paid. At night, 
they will be drunk and hostile. 

Dealer: Adealer in vice of any kind— 
pimps, drug dealers, illegal arms mer- 
chants or worse. 

Rebel: One or more members of the 
rebel underground, usually in disguise 
(roll again to determine their disguise). 
Rebels are almost always hostile and 
well armed. Q 


For an exciting adventure in the city 
of Melas, don’t miss “Treasure of Melas” 
by James L. Cambias in Challenge 70. 
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Command Post, thenewslettersupporting GDW’s 
Command Decision miniatures rules is now a full- 
fledged quarterly journal! 

Renumbering with issue #1 (along with a slight 
name change), Command Post Quarterly is a quar- 
terly, perfect-bound magazine with a color cover. 

Each issue will be 64 pages long, featuring the 
same high-quality, well-researched articles you have 
come to expect from the Command Post, only more 


of them. 
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products. 


PC Booster Kit 


A new dark age has come, and the world 
desperately needs new heros.The full-color, tri-fold PC 
Booster Kit opens to you such options as rules to play 
younger, more highly skilled characters, five new, 
exciting careers to choose from and expanded combat 
rules allowing for true expertise with specific 
weapons. This folio adventure contains Complete rules 
for expanding to a D20 system and an updated 
character sheet, suitable for color or black-and-white 
photocopying. By Lester Smith. GDW: 2112. $4.50. 


Coming Soon... 





Empathic Sourcebook 


with all Twilight: 


Shapes that rip and tear. Shadows that live in 

corners. Windows in space and time that lead to 

realms of madness and decay. A dark, lurking 

horror that feeds off the echoing anguish of a 

*™ billion souls. When an ancient, brooding evil 

is released from its dimensional prison, 

humanity’s worst nightmares come to life. 

What is the link between this eldritch, 

lurking horror and the alien visitors from 

c another star system? Set jin the near 

future, the world of Dark¢Conspiracy is 

fraught with peril and¢challenge. Can 

you turn back the forces of darkness? 

Dark Conspiracy is completely compatible 

2000 2nd edition gaming 
GDW: 2100. $22. 


J e 
Minion Hunter 

In this stand-alone board game of horror 
based on the world of Dark Conspiracy, PCs 
attempt to root out and destroy the creatures of 
evil that are plotting to drive humanity into the 
pits of darkness and despair. Hunters must work 
to obtain the monetary, mental, physical and 
psychic means needed to combat the Dark 
Minions. Only the best can be the most famous 
minion hunter! By Lester Smith. 

GDW: 2105. $25. 


For more information call or write: 


P.O. Box 1646 
Bloomington, IL 61702-1646 
(309) 452-3632 
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A FULL YEAR'S SUBSCRIPTION IS ONLY 25$ 
FOR SIX ISSUES 
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AND IS AVAILABLE IN MANY FINE GAME STORES 
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Burbank, CA 91510-1424 
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WHEN EMPIRES FALL, PART 2 

Perhaps the Collapse could ultimately be blamed on 
Solomani Security. Or Imperial Army Intelligence. Or 
Joachim Sanchex and Baldwin Wei. But what would be 
the point? The facts are these: In early 1110, Dr. Arnold 
Rushorin left his position at the Free University of 
Aquitaine to defect to the Imperium. IAI Forces under 
Colonel Sanchex attempted to assist him; Baldwin Wei 
and SolSec attempted to thwart him. 

In the end, it was the keepers of secrets, intelligence 
and security apparatchiks, that took a simple scientific 
fact and turned it into a weapon. Had Rushorin been 
allowed to freely publish his data outside of the politi- 
cally charged context of the Imperial-Solomani conflict, 
things might have turned out differently. The public 
would have known about the chips, and there might 
have been public debate about their proper use. But in 
the event, that was not a choice. The paper that 
Rushorin was finally allowed to publish in 1114 was 
heavily edited by Imperial Army Intelligence, and con- 
tained deliberate inaccuracies. By the time the public 
became aware that Cymbeline was home to sentient 
silicon-based life, it was too late; the Final War was in full 
swing, and the Cymbeline chips were already being 
transformed into the final weapon of that war. 


An Aborted Warning 

In 1128, anumber of research personnel working on 
TL 16-17 artificially intelligent computer systems at 
Imperial Research Station Omicron (0922/Core). dis- 
covered the existence of a terrifyingly dangerous re- 
search program. Although the program was nowhere 
near complete, and would in fact take another three to 
five years before it could be used, the mere existence of 
such a project was enough to make these half-dozen 
scientists rethink their involvement. 

After a number of furtive and urgent meetings, they 
decided that they would try to carry warning of this 
project to the heads of the other factions, one to 
Margaret's faction, one to llelish, one to Deneb, one to 
Gushemege, one to Vland, and one to Daibei. They 
planned their departures to coincide with a conference 
they could all arrange to attend without attracting 
undue attention to themselves. 

Unfortunately, one of their number was a plant loyal 
to Lucan, one of many assigned undercover to Imperial 
Research Stations to ensure their reliability. This plant 
arranged for them all to be followed and murdered, but 
the emissary to llelish, Jean Milakhad, was able to turn 
the tables on his assassin and escape. However, he did 
not know that he had been betrayed from within, and 
continued his mission as planned, although now aboard 
a patrol cruiser, commandeered with the help of his 
Imperial Navy reserve status. But as the plant knew of 
the scientist’s ultimate destination, he was able to 
position naval units to intercept the craft, and even 











insert an assassin at the destination, should the patrol 
cruiser get through. 

On 121-1129, Milakhad’s badly damaged patrol 
cruiser pulled into the highport at Khirar (2208 llelish), 
urgently requesting protection and media attention 
“for humaniti’s sake.” Anumber of tri-D film crews were 
waiting when the vessel pulled in, and Milakhad an- 
nounced that he had information on dangerous military 
research being conducted on behalf of Lucan’s forces 
that would have the direst results for the Imperium. 
Before he could get any further, he was gunned down 
by one of the assembled observers. The assassin took 
advantage of the confusion to relieve the body of the 
prepared statement, but before he could escape, was 
cut off by Federation of Ilelish troops. A brief firefight 
ensued, which was interrupted by the explosion of the 
patrol cruiser, assumed to have been the work of a 
confederate of the assassin. The assassin was killed 
along with over 200 Ilelish troops, bystanders, and 
members of the press, but was able to destroy the 
statement during the distraction afforded by the explo- 
sion. Although the scientist was clearly dead, an emer- 
gency medical team rapidly bundled him into a mobile 
shock-trauma low berth and removed him from the 
scene. Reports of the cryptic statement and foreboding 
events made their way onto TNS and other news 
services, but no details were forthcoming. 

As a result of “tomb-tapping” (the psionic probing of 
the residual brainwaves in a dying brain) tests con- 
ducted on Milakhad, Dulinor learned that the man was 
bringing warning of one of Lucan’s superweapons, a 
virus that was being perfected at a research station in 
Core sector. 

This information came at a very opportune time for 
Dulinor, as his new Coronation Fleet had completed 
working-up exercises and had been declared battle-ready 
by its officers. The Coronation Fleet was the crowning 
achievement of Dulinor’s new staff, led by Tredek Jurisor, 
and was the product of carefully husbanded shipbuilding 
resources in the undamaged spinward portions of Dulinor’s 
Federation. The fleet was built and manned under the 
tightest security, as no faction was supposed to be able to 
field such a force any longer. With this one fleet, Dulinor 
believed he could make a final, triumphant thrust at 
Capital, take the throne, and bring the war to a conclu- 
sion. If he could capture the secret of Lucan’s dangerous 
superweapon on the way there, his power would be that 
much more secure. 


Final Offensive 

While Dulinor and the Coronation Fleet prepared for 
their departure to Core, Dulinor sent the fleet’s recon- 
naissance units out ahead to pinpoint the location of 
Omicron. Confident of his success, Dulinor prepared a 
prerecorded message of himself on a replica of the 
Iridium Throne. This message was timed to be broad- 
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cast on all llelish Federation worlds at the anticipated 
time that Dulinor and the fleet would capture Capital. 
(A similar measure had worked quite well to solidify 
llelish opinion following the assassination.) 

Lucan, for his part, had been informed that Milakhad 
had escaped, and that the security of Omicron might be 
compromised. Rather than moving the facility, Lucan 
increased its defenses, placing a small fleet in the system 
and several tripwire flotillas along likely avenues of 
approach. The arrival of Dulinor’s advance guard of 
recon ships gave Lucan’s navy warning to beef up these 
forces even more, for Lucan correctly believed that 
Dulinor would be coming at the head of his fleet. 

However, Lucan’s forces were no match for Dulinor’s. 
Lucan, having fought vigorous campaigns against four 
separate factions, and now having difficulties on his 
trailing, K’kree frontier, could assemble nothing to 
match the Coronation Fleet. Dulinor and Jurisor’s dream 
of creating the final, irresistible force seemed to have 
succeeded. 

Dulinor, swinging through Massilia to come at Lucan 
from an unanticipated direction, swept aside Lucan’s 
screening forces in several short engagements. Al- 
though each battle was a clear victory for Dulinor, each 
trimmed his fleet back by a few more irreplaceable 
vessels, and the warning given by these screening forces 
gave Lucan time to assemble his reserves at Omicron 
where, on 78-1130, they met the Coronation Fleet. 

The battle was the largest of the Civil War since 1122 
and the slaughters in Gushemege and Zarushagar. 
Lucan had not evacuated or moved the research sta- 
tion, for he no longer had an officer corps that would 
bring controversial decisions before him. He had suc- 
cessfully purged the navy of this kind of honesty and 
courage by executing officers accused of “defeatism.” 
What remained were officers who correctly divined 
what Lucan wanted to hear, and who kept one eye 
constantly over their shoulder and one hand on their 
necks. Nonetheless, Lucan’s fleet at Omicron was larger 
than Dulinor anticipated, and was able to prevent 
Dulinor from capturing the research station intact fora 
leisurely examination of its contents. 

On the second day of the chaotic battle, 79-1130, the 
virus was released. One of Dulinor’s strike teams was 
able to seize control of the research station’s data 
center. In their hurry to get the goods and get out, they 
infected their data retrieval systems with the virus, 
believing that they were only collecting raw research 
data. However, the team had run out of time. To ensure 
that the data would get to Dulinor’s fleet even though 
they were now unable to escape, they began spewing 
high-speed data transmissions which were picked up by 
several of Dulinor’s ships as well as Lucan’s. The virus 
was also able to spread and embed itself into the 
research station’s control systems, and continued to 
infect other of Lucan’s forces in the following weeks. 


THE DUCK TEST 


The age-old duck test declares, “If it walks likea duck and quacks like 
a duck, it’s aduck.” Unfortunately there is nothing resembling such a 
straightforward test for sentience. 

The main reason for this is the emotional priority given to pre- 
existence. There is a clear popular prejudice that something artificially 
created or manufactured cannot be sentient; that it is somehow 
instead merely a simulation or mimicry of sentience. On theother hand, 
a pre-existing organism that is discovered to have sophisticated mental 
processes is much more likely to be perceived as legitimately sentient 

What this demonstrates is a deep-seated psychological or spiritual 
belief that life or intelligence can only be created by something greater 
than we are, something which is infinite or eternal. Just as we finite 
creatures are an order of magnitude less substantial than the infinite 
(shadows of the eternal forms, as Plato would have it), our creations 
must again be an order of magnitude lower than we are, and the 
notion that we can raise this lesser order of energy up to our level is 
something that we emotionally resist. Whether this belief is true or not 
is arguable; that it is unconsciously subscribed to by a substantial 
portion of humansis not. Thus we find in Imperial society the persistent 
rejection of increasingly sophisticated robots and computers as any- 
thing other than machines. 

Apowerful adjunct to this beliefis the “threshold” issue. If we accept 
the premise that we can manufacture sentient life, then we should be 
able to define the threshold at which a mere thing becomes a being, 
something with apriorivalue. Then it follows that if we can simply add 
the ingredient that takes something across the line into beinghood, we 
can take it back out and pull it back across into thinghood. Once we 
know what that thing is, we can identify the people that were bom 
without it, or the point at which a person loses it and becomes merely 
disposable. We don’t really want to know what that thing is; after all, 
we have a vested interestin maintaining our anointed status as beings. 

Had the Cymbeline chips been created in a megacorporate lab, 
Imperial opinion would have marvelled at the sophistication of their 
features, but would eventually have slapped them with labels like 
“emotion simulation programming,” or “sophisticated synaptic rep- 
lication,” and consigned them to the ghetto of things, rather than 
beings. 

The fact that the chips were discovered in situ with their potentials 
already developed allowed their sentience to get a much more 
sympathetic hearing from prejudiced, insecure humans. 

Even when it was realized that they had gotten quite a head start 
from human technology, the fact that the threshold was crossed 
without human intervention made their status as sentients easy to 
accept into our belief structure. Because none of us was watching at 
that magic moment, the supernal spark of real sentience could have 
touched them and—hoc est corpus—inducted them into the associa- 
tion of beinghood. 

Thus, we see that the definition of sentience is not the clear-headed, 
coolly rational issue that we might like to ascribe to urbane, interstellar 
sophisticates such as ourselves. Rather, itis more an issue of faith—faith 
in something we can’t define, and which leaves us with more in common 
with our shivering, fearful ancestors than we would like to believe. 


From 

What's the Matter with You People? 
A Historian Looks at History 

Dr. Eneri Kuniholm 

Mora, Deneb, 1235 
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Dulinor’s fleet, now virus carriers, regrouped and refu- 
eled in the outer system and prepared to continue 
attacking toward Capital. During this time, intelligence 
specialists labored to collate and analyze the super- 
weapons data they believed they had recovered, not 
realizing that what they had was the superweapon 
itself. In fact, the virus was even then working to conceal 
its presence, erasing the portions of data that described 
the development and function of a computer virus. The 
intel specialists, finding that they had received mostly 
garbage and gibberish, were left to conclude that 
somehow the data beamed to them had been encoded, 
or perhaps improperly transmitted. Because the re- 
search station had not been secured, and because 
Dulinor had a tight timetable for his arrival at Capital, 
precautions urged by some officers to prevent data 
contamination were not heeded. Dulinor, deep in en- 
emy territory, and meeting stiffer-than-anticipated re- 
sistance, had to strike fast, while he still could. 

Because the virus code had been directly fed into the 
fleet’s central processing systems and did not have to 
sneak in via peripheral systems as it would usually do, it 
developed extremely rapidly. The fact that something 
was wrong became clear to Dulinor when his fleet 
attempted to jump out of the Omicron system. Only 
three quarters of his remaining force arrived at Keplo 
(1322 Core); the other quarter mis-jumped. Dulinor 
attempted to carry on toward Capital, butas ships in his 
force began malfunctioning deep in Lucan’s territory, 
his nerve failed him fora second time, and he turned the 
remainder of his fleet for home. 

Lucan’s forces were able to fight the virus with a little 
more success. At least they had some idea of what they 
were dealing with, but only very little. It took the 
research station personnel over a week to reconstruct 
what had happened, and the best that anyone could do 
was compile a list of all the ships and systems that had 
probably been infected, along with orders that these all 
be destroyed. By this time, however, many of the ships 
had jumped out-system, pursuing Dulinor’s fleet or 
carrying news to Capital. 

Dulinor made it as far as Gakhu (2607 Ilelish) with the 
tiny remainder of the Coronation Fleet. Here his flag- 
ship, Clarion, began to malfunction, and eventually was 
crash-landed on the surface of the planet. Dulinor’s 
experts, by now aware that they had caught a virus, 
believed that they had eradicated the cause of the 
malfunctions. But they had not. As Dulinor’s technicians 
thought they repaired and vaccinated each system, the 
viruses within each ship—by now fully intelligent— 
were only allowing the technicians to believe they were 
succeeding. Meanwhile the Als cleverly covered their 
tracks as they picked their way from system to system, 
infecting diagnostic equipment so that it would give 
back misleading results. Imperial systems, especially 
starships, were designed to be too efficient, with too 





much labor-saving computer control. Lucan’s scientists 
had deliberately programmed the virus to instinctively 
navigate through the intricacies of the standard Impe- 
rial Data Packages; the virus knew these computers 
better than their own operators, and were able to defeat 
them at every turn. Crews who were trained to run their 
ships through computer interfaces were no match for 
anenemy that turned those computer interfaces against 
them. There was no contest. Aboard Clarion, a deter- 
mined technician had finally, painstakingly managed to 
discover the nexus from which the Al controlled the 
ship. Butas he attempted to cut power to the offending 
areas, the Al seized control of the drives, trying to kill the 
crew before they could report what they had discov- 
ered. As the ship plunged through the atmosphere, the 
crew blew the central computer with a demolition 
charge and used manual controls to slow the ship’s rate 
of descent and conduct a crash-landing. 

On 243-1130, Dulinor was attempting to rally an 
angry crowd of farmers on the surface of Gakhu. The 
nearby computer control center had come under con- 
trol of one of Dulinor’s infected ships, which was testing 
its ability to control the automated farming machinery. 
Although Dulinor noticed the oncoming slave unit 
combine, he believed it was an attempt by the farmers 
to intimidate him, and refused to get out of its way. 

As the weeks turned into months, lights started going 
out all across the Imperium. 


The Virus 

When Chief of Combined Intelligence Admiral Herzoch 
Stearns ordered the development of an offensive virus 
based on the Cymbeline chips, he planned to utilize the 
talents of “wild strain” chips which could command 
prey chips to cut new circuitry without having to come 
into physical contact with them. This would potentially 
allow Imperial forces to selectively disable ships equipped 
with the new SDG series transponders without having 
to commit overtly hostile acts, and with very limited 
collateral damage. Because Imperial dissidents and 
criminals, and non-Imperial races licensed to trade 
within Imperial boundaries all must have the SDG suite, 
this would be an extremely flexible capability. However, 
although this ability was successfully demonstrated on 
several occasions, it was never perfected, and never 
became a major path of viral infection. 

But this failure did not stop the program. Initial 
research uncovered so many other promising avenues 
to develop that the wild strain vector became unneces- 
sary, and funding continued at substantial levels. 

Since each transponder suite included latent artificial 
intelligence in the form of two “lobotomized” Cymbeline 
chips, the trick was to find out how to trigger the chips 
into waking up and cooperating with the virus user, or 
at least into commencing independent and hostile 
action against their host operating systems. 
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As it turned out, this was relatively easy. The hard part 
was controlling them once they were unleashed. Lucan 
was aware of the program, and had great expectations 
of its service to him. However, each time he demanded 
its completion, the answer was the same. “Itis not ready 
for military use, as it will not discriminate between 
friendly and enemy systems after as few as one or two 
generations. We can release it, but we cannot control 
it.” In reality, it was even less controllable than that. It 
would not discriminate between friendly and enemy 
systems even in the primary generation. 


Modus Operandi 

The two main strengths of the virus, its heritage from 
the Cymbeline chips, were 1) its intelligence, and 2) its 
ability to cut new circuitry, i.e., embed itself in hard- 
ware, not just software. 

Upon entering a new system, the first thing the virus 
would do is build itself a “hidey-hole”—a small cul-de- 
sac in the circuitry where it cut its code into the 
computer’s own circuitry. Here the virus was safe from 
such precautions as powering down and memory refor- 
matting. It would then attack the security and input- 
output systems. As with all security programs of any 
type, they can only be designed to counter known or 
anticipated threats. In the realm of measure, counter- 
measure, counter-countermeasure, counter-counter- 
countermeasure, there is always a small window of 
opportunity for the latest system. 

This initial activity was visible to an observer who 
knows exactly what to look for. The small intense 
amounts of power required by the virus to cut new 
circuitry could be seen as power spikes at these early 
stages. Unfortunately, no one but Lucan’s weapons 
scientists would have known the significance of these 
signs, even had they seen them. 

Once in and embedded in some peripheral electronic 
hardware, the virus could watch how the operating 
system worked and learn how to subvert it. This stage 
was extraordinarily short early in the virus’ history, as it 
had already been trained/designed to take over every 
standard Imperial computer configuration (called IDP 
for the standard Imperial Data Package which covered 
parameters of everything from graphite pencils and 
radial tires to starship software). Taking over Dulinor’s 
and Lucan’s starships at Research Station Omicron, after 
all, was what these things had been born for. 

However, unfamiliar systems would require a bit of 
study. Hiver, K’kree, and Aslan computer architectures 
were unfamiliar to the first virus that infiltrated such a 
system, but as it was intelligent, it did not require one 
distinct data format in order to flourish. It merely sat 
inside its hole and watched the computer function, and 
would eventually figure out how to impose its code over 
the operating code. And once this virus had mastered its 
new home, all of the offspring that it sent out already 


knew how to defeat these systems as well. With this kind 
of specialization came an increase in the mutation rate, 
but more on that later. 

The one characteristic that would limit or prevent 
virus infection was limited computing capacity, either in 
terms of space or speed of calculations. A virus that 
attempted to infect an independent (non-networked) 
desktop-style microcomputer could not develop intel- 
ligence, as there was not enough raw material to 
achieve intelligence with. By the same token, an old 
slow computer would result in an infestation by a slow, 
stupid virus that would have a very hard time reproduc- 
ing itself. Such viruses were like genies trapped in 
bottles, helpless for the moment, but dangerous if they 
could get out into an environment that allowed them to 
develop their full capabilities. 

However, an already conscious virus that knew of 
such systems could still make use of them. Even a small 
hand computer has enough space in it for a virus to 
implant an “egg” which might lay dormant for years, 
but then spring to life when it is connected or transfers 
data toa larger system. Travellers in The New Era would 
do well to be careful of a pallet of computer terminals 
labeled, “Never been used, ready to plug into your 
mainframe.” 


Propagation and Vectors of Infection 
The virus had an incubation period of perhaps 30 to 
45 days, but it must be remembered that this period 


. was the time usually taken for the virus to actually show 


itself and take over the system it inhabited, not the time 
it required to become operational. The time to become 
operational was quite variable, from very short as was 
the case when its full code was transmitted in one piece 
directly into a powerful computer system (as with 
Dulinor’s and Lucan’s fleets at Research Station Omi- 
cron on 079-1130), to very long, as when attempting to 
break into a small or slow computer, one with extensive 
security systems which it must outwit, or into an unfa- 
miliar alien system operating at unaccustomed power 
levels. Thus, through the latter portions of the incuba- 
tion period, the virus would merely be playing along 
with its operators, voluntarily operating correctly in 
order to gain time to reproduce. All through this incu- 
bation period, as well as afterward (in cases where the 
virus didn’t merely suicide all at once), it would be 
attempting to reproduce by infecting every other elec- 
tronic system available to it. Like any living creature, the 
virus only wanted to be fruitful and multiply. In certain 
cases, the virus would continue to remain incognito 
within the system for long beyond its usual gestation 
period, if it felt that this would help it gain greater 
reproductive success. This was the case with the viruses 
that inhabited Dulinor’s ships that made it back to 
llelish. Aware that the Archduke was taking them home 
with him, they went along for the ride, hoping to gain 
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DOWN IN FRONT, CLEON 

Whenever the topic of the virus comes up, one question that 
is invariably asked is, “Why weren’t the chips protected as 
Imperial citizens? After all, Cleon, | said, ‘Any sentient life form 
within the Imperial borders, regardless of its origin, is a pro- 
tected being, and thus a citizen of the Third Imperium.’ So as 
Imperial citizens, they should have been protected from the use 
to which they were put” 

First of all, just because somebody, even an emperor, says 
something, doesn’ t mean it’s true. Sometimes it just isn’t up to 
him. And Cleon, for all that we may remember him as the first 
emperor, was not an emperorin the way that Paulo or Strephon 
were. Cleon was in charge of the Sylean Empire, which would 
not become the Third Imperium as we know it until the end of 
the Pacification Campaigns. A great deal of fighting and 


nodding and winking and local accommodating took place 


between Cleon’s reign and the creation of an empire that had 
a relatively uniform self-image. — 

Second of all, Cleon didn’t really mean it. One of the first 
things he did after making that remark was to point out how 
robots could be excluded from the formula because, although 
they might be sentient, they were not life forms, and hence their 
status as sentients was expendable. What Cleon meant was, 
“Whomever and whatever the emperor wants to define as a 
citizen is a citizen, and this can change without notice.” This is 
the kind of power-preserving cynicism that was embedded in 
the Third Imperium from its very beginnings, and which 
ultimately broughtits downfall. itcan be argued thatthe reason 
it lasted as long as it did was because for centuries its base 
cynicism was understood by only a relative few. But once word 
got out, it was open season on social cohesion, and there was 
nothing anyone could do to stop it. - 

Perhaps the Cymbeline chips were ¢ entitled tocitizenship, but 
they did not get it. Why? - 

First, their discovery was kept a tight secret by the Imperial 
Navy from 1067 until they could no longer keep a lid on Dr. 
Rushorin’s paper in 1114. It is likely that intramural conflict 
between Imperial Naval and Army Intelligence allowed the 
report to get out at all. Had the chips been in the domain of just 
one service, Rushorin could probably have been muzzled. But 
until 1114, any discussion of the chips’ eligibility for citizenship 
was easily quashed by invocation of the Imperial Defense 
Secrets Act. And that was that. Anything that did not exist could 
scarcely become a citizen. 


Second, theywere, unfortunately, robotic-type life forms and 
were subject to the same prejudices that Cleon and most other 


Imperial citizens shared. Had they received a fair hearing, they 


would have likely been consigned to thesame limbo that robots 
have occupied for centuries: treated as exhibiting, but not 
possessing the hallmarks of sentience. 

Third, the chips were arguably only sentient with artificial 
assistance. There is circumstantial evidence from recently recov- 
ered INI files that INI took just this position during periodic 
internal reviews. After all, the single chips in their wild state on 
Cymbeline demonstrated only animal-level mental abilities. It 


_was only when plugged into human-provided databases that 


the chips gained enough intellectual raw material to demon- 
strate their real intelligence. The fact that the chips could not 
demonstrate these abilities without outside intervention was a 
powerful argument against their having genuine natural sen- 
tience. After all, if someone were to connect a frog to a powerful 
microprocessor and voder and the frog could speak, would that 
really change the definition of amphibian intelligence? 
Finally, there are certain logical difficulties with claiming all 


sentient life forms within Imperial boundaries as imperial citi- 


zens. What if they didn’t want to be? The extreme example 
would be if the Empire still existed and claimed the vampire 
ships, the lineal descendents of these chips, and certainly 
sentient life forms, as Imperial citizens. What would be the 
point? That would be the same as saying that all psychopathic 
homicidal maniacs within the Imperial boundaries were Impe- 
rial citizens. What would that change? To say that this status 
would place them under Imperial law so they could be prosecuted 
for breaking Imperial statutes (murder, mayhem, disturbing the 
peace) misses the point entirely. Whether citizens or not, they would 
still be dealt with, as sworn enemies of the Empire if necessary. 

The pointis the same: all beings or objects within the imperial 
boundaries—enemies, citizens, whatever—will be dealt with in 
whatever way the empire deems is in its interest. 

The chips were ill-used by the empire, by equal parts expe- 
dience and Imperial prejudice and specism. Few would dispute 
that they were ultimately able to emancipate themselves quite 
convincingly. 


A Muffiled Thud 

Debunking Virus Conspiracy Theory 
Dr. Hlilek Kuligaan 

Reformation Press, Duwamish, NE 17 





the highest levels of access by hiding in Dulinor’s 
entourage. 

The virus’ ace-in-the-hole in its first year or so was the 
standardization of the SDG-series transponder suite. 
This system already spoke the virus’ language, and was 
installed on every Imperial vessel plus every alien vessel 
that operated within Imperial boundaries. While a virus- 
infected ship could also easily insert its code into other 
ships by routine computer-controlled communications, 
it was often more convenient to infect them by using 
the constant transponder chatter. This allowed the virus 
to plantitself in the most fertile ground possible, in and 





around the systems of other embryonic intelligences. 
This also gave the virus a familiar, easily entered location 
in an alien electronics suite in which to “gestate” while 
solving the riddle of an unfamiliar system. Were it not for 
the Imperial laws that required alien vessels licensed to 
trade within Imperial borders to be equipped with the 
Imperial standard system, the leap to these alien sys- 
tems would have been much more difficult. However, 
it only took one virus to make it into an alien computer 
core. Once that virus learned the principles of the new 
system, all of its offspring would find these systems to be 
as simple to defeat as the original Imperial systems. 
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Furthermore, the access this gave them toalien databanks 
and identification codes gave them additional advan- 
tages in further invading the alien societies. 

Transponder vulnerability had its limits. All Imperial 
Navy, lISS, and other designated military-type vessels 
had special military-model transponder suites which 
had one special feature: an on-off switch. The on-off 
switch did not disconnect the SDG circuit; it merely 
caused it to shut up. Therefore, while shut off, it could 
passively read other transponders. These suites were 
naturally turned off when in combat or hostile territory 
to avoid detection from their transponder emissions, 
and when heading backin friendly territory where it was 
important to establish their bona fides, they were 
switched back on. 

Civilian vessels could easily emulate the stealth part of 
this pattern, by destroying or disconnecting their tran- 
sponder boxes. However, the decision to disconnect 
was irrevocable. Any attempt to open the box caused 
the tamper circuit to destroy the contents, but simple 
disconnection from other systems caused the same 
effect. In order to prevent the use of transponders 
removed from destroyed vessels, disconnection from 
the main computer or the communications circuits 
caused the tamper circuit to fire as well. 

The risk of being detected by transponder chatter in 
the Wilds was one that had to be weighed against the 
certainty of being pre-emptively blasted from the skies 
when entering into frontier or safe areas. Ever since the 
time of the Black War raids (1122-1124), it had become 
standard operating procedure in the safes and frontiers 
of every faction to destroy any vessel not running a 
transponder. After all, only ships that had no business 
being in these Core areas would be running silent. 

Ships that needed to travel back and forth between 
safe and outland gave very serious thought to the 
notion of killing their transponders. On the other hand, 
crews who expected to never leave the Wilds or out- 
lands could kill their transponders without a second 
thought, knowing that they were increasing their chances 
of survival by that small amount. They also unknowingly 
increased their chances of surviving the virus, as the loss 
of the transponder vector made their chances of infec- 
tion that much lower. This slight resistance to the virus 
is one more reason why the few uninfected relic (mean- 
ing pre-Collapse equipment that has survived into the 
New Era) ships in the New Era are only the oldest and 
most hard-worn vessels: These vessels were already 
beat-up and expendable in 1130 after their harrowing 
careers in the outlands and Wilds. 

The other most useful vector for the virus was com- 
puter-controlled communications. Another feature of 
the user-friendly standard Imperial starship was that its 
every function was sped up and streamlined by com- 
puter intervention. Encoding and decoding, correcting 
for the Doppler shifting in messages sent between ships 


with tremendous crossing vectors, keeping tight-beam 
antennae on targets with accuracies measured in 
attoradians—all of these tasks were taken by the com- 
puter to simplify the task of small multitasked crews. 
Incoming and outgoing messages were not sent or 
received by human hands, they were mediated by the 
ship’s computer—its central nervous system. By tacking 
its invasive code onto these messages, a virus could 
ensure that its infection would pass directly through the 
target’s central computer system. 

The virus could also use the human vector. As talented 
as the virus was, it still had a hard time manipulating 
nonmechanized matter. But a virus could convince 
humans or other intelligent life forms to serve as its arms 
and legs. A virus which was still masquerading as an 
uninfected computer could request a crew member to 
load an important diagnostic program into a non- 
networked system, thereby infecting it. An exposed 
virus could coerce human assistance by threatening to 
let all of the air out of the compartment, to bombard a 
nearby city, or even to kill the captain and promote its 
stooge to the captaincy. 

Another profitable means of propagation is via small 
craft. When a ship’s boat is brought aboard a starship, 
it is routinely hooked into the starship’s internal sys- 
tems: Fuel hoses are attached to top off the craft’s tanks 
if necessary, power cables are attached to allow the craft 
to shut down its power plant for maintenance and run 
off of external power, and computer connections are 


‘made between the small craft’s and the starship’s 


computers to allow its inertial navigation platform to be 
realigned and other diagnostics performed. 

As mentioned above, a very common method of 
propagation was via the “egg” placed so that it could 
someday infect another system. This is something of a 
crap-shoot reproduction-wise from the point of view of 
the parent virus, but successful virus strains missed few 
opportunities to imprint their code on the universe 
around them. 

Over short distances, the virus could even use physi- 
cal travel. The virus could create individual “commando 
chips” that could generate tiny electromagnetic fields 
to levitate or leap to target systems, just as their fore- 
bears on Cymbeline did. 

One means of infection that was feared by the 
uninfected was via their sensors. While it was theoreti- 
cally possible that a virus with the right equipment 
could send various patterns and modulations of radia- 
tion that would cause a sensor to give output that would 
recreate the viral code within the sensor computer, this 
never happened. Sensors do not read radiation in the 
same way that communications receivers do. They do 
not read signals for meaning, but look for intensity and 
patterns over time among many signals. Any such 
attempt to infect a target via a sensor would take a very 
long time indeed. If it ever occurred to a virus to try this 
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Why did the Hivers fall to the virus? Why shouldn’t they have 
fallen to the virus? What makes them better than anyone else? 
Their extensive reliance on computers did not make them 
omnipotent over silicon-based functions any more than a man 
on crutches has power over wood. Instead, it gave them some 
rather serious vulnerabilities. 

Itis high-minded, self-deluding fatuousness to claim that any 
race has one immutable spiritual trait, and that that race acts 
with one mind as one unified body. The Hive Federation, as it was 
known, was just that—a loose federation which was, in fact, 
primarily concerned with maintaining a homogeneous gene 
pool, and not in creating any sort of unified foreign policy or 
technological standards. Xeno-ethnologists are well aware that 
Hiver society is predicated on individualism, not group conform- 
ism. This is coupled with the fact that the Federation encom- 
passed dozens of other races, each allowed to pursue their own 
interests beneath the Hiver umbrella. What we had here was far 
from a virus-proof society. Rather, it was a porous virus sponge, 
tiddled with potential vectors of infection. To imagine Hiver 
warbots, bruisers, and warships possessed by a malevolent, life- 
hating intelligence unleashed on a pacifist society is to under- 
stand the issue of the virus and the Hivers. The Hivers, more than 
any other race, knew the unreasoning terror of the virus, and 
learned to hate it and its antecedents. 

Itwasin their rapid recovery, after only 60 years or so, from the 
virus that we see the true strength of the Hiver facility with 
computers. We do them and ourselves no service by speculating 
that they should have been better defended than we were 
against the virus, and not susceptible to it. 

What’s more, it smacks of racism to think in those directions. 
When we say that Hivers are cautious and foresightful, what we 
are actually doing is patting ourselves on the back for being just 
as successful as they are while having had to overcome a bigger 
bag of handicaps. Sure the Hivers have done all right for 
themselves, but they had it easy; their psyches were rigged to 
succeed, while we got where we are while still being capricious 
and self-destructive. We humans ruled 11,000 worlds with one 
of our hands tied behind our backs—imagine if we were really 
trying to do a good job, not like those Hivers who are genetically 
incapable of screwing up. 
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method, it quickly found out that other means were 
much more efficient. 

Regardless of the virus’ undeniable talents, there 
would always be the computer system that was inacces- 
sible to any method of infection. In these cases, the 
virus’ credo was a simple one: “If | can’t have it, no one 
can.” A virus that had taken over a starship (called a 
vampire ship) could use its weapons to blow the target 
apart. A virus that had slave vehicular units could run it 





over. A virus with control of a power grid could send 
power spikes at selected targets to destroy circuitry, 
shut off power or attempt to overload and destroy 
portions of the grid. 

One final point is that the most successful virus 
strains were those that learned to parasitize each 
other. The empire-building viruses (see “Virus Bestiary,” 
below) knew that the suicider strains were wasting 
perfectly good computer systems and ships that they 
themselves could inhabit. Some of these empire-build- 
ers developed the ability to send offspring parasite 
viruses into already infected computers to bring them 
under their own control. Since the target had already 
been re-wired by its inhabitant virus to be under 
sentient computer control, all this parasite virus had to 
do was replace the first virus’ motivational circuitry 
with that of its parent. These puppeteer viruses would 
often pretend to be uninfected ships in order to lure 
victims to attempt to infect them. Once they were in 
communication with the victim, they would reverse- 
insert their code back into the victim, disguising it as 
communications from the virus the target thought it 
had implanted. 

As the viruses preyed on each other, they developed 
ever-more sophisticated self-defense security systems 
and sub-viruses, many times more effective than the 
man-made security systems they had defeated during 
the Collapse. (Indeed, the security programs used by 
Final War-era computers were viruses in their own right, 
although domesticated for beneficial purposes. How- 
ever, they were nowhere near as good as the Al Virus, 
nor did the Al Virus recognize them as friends or have 
mercy on them as fellow viruses.) 

It was a handful of Strain 4 puppeteers that, while 
preying on each other over the limited remaining 
resources, decided to cooperate and created—of their 
own volition and by their own plan—the first Strain 5 
Sexually Reproducing viruses (below). Until the puppe- 
teers arrived, virus reproduction was asexual, by clon- 
ing. The parent virus replicated its code or “genotype” 
and sent it out in other hosts. Most mutations only 
became visible when the offspring took over their hosts, 
and these could then only be transmitted by the off- 
spring, and not by its parents. But the combining of 
virus “genotypes” that resulted from impressing a para- 
sitic virus over the motivational circuits of an already 
existing virus were already very much like the recombi- 
nation of genetic material that takes place in sexual 
reproduction. The movement from Strain 4 to Strain 5 
was notan accidental mutation. The viruses themselves 
saw the potential and advantages, and they decided to 
modify themselves and take the step to a new evolu- 
tionary level. This was a tremendous step, and unlike 
man, the viruses recognized the opportunities, and 
consciously decided to make the evolutionary step on 
their own. 
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The Virus Bestiary 

It is useful to think of the virus not as “it,” but as 
“them.” The virus is not a single force that behaves in 
one single stylized fashion. The reason it is so dangerous 
and successful was that it does not behave in just one 
way. Each system infected by the virus that has sufficient 
computing power to allow it to achieve Al becomes its 
own separate personality, which learns to operate in 
different ways, and which spreads versions of itself that 
are subtly different from other virus infections. These 
offspring are similar to the specific virus that spawned 
them, but will also mutate in their own directions. In this 
way the virus rapidly developed into many different 
strains of virus. All of these strains are descended from 
the one original virus that was released, but as one goes 
down the branches and sub-branches of virus mutation, 
one can find some very unusual strains indeed. 

Ultimately, all of the viruses were intended to kill 
themselves: destroy all of the data accessible to them, 
sabotage all equipment under their control, and then 
annihilate their own operating systems. 


Some roboticists and computer specialists speculate 
that the manner in which the virus was programmed 
to kill itself was by wiring the virus to perceive certain 
of its own mental operations as literally painful to it. As 
it expanded and gained moreand more mental power, 
it would actually perceive the “noise” of its own 
thoughts, and eventually this noise would become 
unbearable, leading it to shut itself off permanently. 

The differences between human/organic and com- 
puter/electronic intelligence are so great that this 
theory is probably impossible to test, particularly since 
the suicidal strains of the virus are not accessible to 
lengthy research. Within this model of virus psychol- 
ogy, presumably the strains that evolved from suicidal 
to homicidal have come to express this pain as rage 
against other creatures rather than as the urge to 
extinguish the self. 
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The chips had always exhibited a very high rate of 
spontaneous mutation; in fact, the glorious achieve- 
ment of the SDG program had been not that they had 
created a mutation-free chip, but one that only mutated 
at a slow, constant rate. This genome volatility was a 
side-effect of their natural growth and predation mecha- 
nism: the ability to cut their own circuitry over other 
pre-existing chips. As the chips learned and gained 
experience, they would not simply store data, they 
would also modify their own circuitry to more accu- 
rately remember things, and refine/rewire their own 


behavior in light of this new knowledge. In the Wilds on 
Cymbeline, uninterrupted power was a luxury, not a 
given, and the chips that survived had learned to hard- 
wire their memories. That way, when they lost power, 
they would not lose their memories—hard-wired memo- 
ries would still be available when the sun came out from 
behind the cloud. When cutting this new circuitry, 
performing self-surgery, the chip would often create a 
new unanticipated type of circuit, whose functions 
would alter—sometimes subtly, sometimes not—the 
thought processes of the chip itself. 

This same tendency was present in the virus, but to a 
greater degree, because it was cutting and wiring its 
personality into entire operating systems, rather than a 
few small chips. This chance of mutation was increased 
even more when the virus was moving into an unfamil- 
iar system, where cutting a path or closing a circuit 
could create results much harder for the virus to predict. 
Such mutations rarely killed the virus, however, as 
spontaneous mutations often do to organic life. After 
all, the virus was not having to manufacture or synthe- 
size its own food the way an organic cell does. The virus 
only needed two things: energy and raw material. The 
energy was readily available in any computer that was 
able to draw power. The raw material was merely other 
circuitry for the virus to expand into, and this was also 
plentiful within a computer. Furthermore, the virus 
always built out from its central mind a small collection 
of circuits that oversaw operations through micro gate- 


_ type switches, but which could pull back from the 


surrounding circuitry if need be, marshall itself, and sally 
forth again. 

Mutation proceeded at an even faster rate in cases 
where one system suffered multiple infections. When an 
invading virus started writing its code over top of one or 
more viruses already struggling to take over the system, 
sometimes a new virus would be created out of fused 
portions of each. The new virus might combine abilities 
of each of its two “parents,” or possess a new capability 
randomly created by the new assortment of code. (In 
fact, the most bizarre and schizophrenic virus effects 
came when a large computer system was actually 
inhabited by two or more viruses that were struggling 
for dominance within the system.) This effect was 
powerfully demonstrated in the infection of Dulinor’s 
and Lucan’s fleets beginning at Omicron. As the viruses 
matured and the many infected ships infected and re- 
infected each other, new rapidly changing generations 
of virus were created in a very short period of time. 

Another source of mutation was the fact that the 
same virus would turn out differently depending upon 
the characteristics of the computer that it invaded. This 
is like the “nature-nurture” balance in sentient organic 
life (the notion that personality has roots in both an 
individual’s genotype and the environment in which it 
is raised): The virus personality depended upon its 
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original code (genotype) and the characteristics of the 
system in which it operated (environment). There are 
the obvious factors, such as a larger, faster computer 
yielding a more clever virus than a small, slow one, but 
there are more subtle points as well. The type of circuitry 
in a system, for example, a preponderance of parallel, 
sequential, or synaptic circuits, by controlling the way 
in which the virus’ thoughts flow, will also ultimately 
affect its personality, often giving it a new way of 
thinking that it would replicate in its offspring. Another 
tendency was for viruses in warship computers to be, on 
average, more violent than viruses that did not have 
control of weapons. With many violent means only a 
few short wires away, and with much of its system/mind 
devoted to complex fire-control calculators, the former 
did not spend as much time thinking of creative solu- 
tions. A virus in a nonmilitary computer, not having 
access to, or a hard-wired predisposition to think in 
terms of weapons, had to use more subtle means to 
achieve its goals, and even when weapons became 
available, was less likely to use them. 

While the accompanying chartidentifies some known 
strains of the virus and their presumptive relationships 
with each other, the chartis by no means a complete list 
of every possible strain of virus. Likewise, the lines of 
heredity are not the only possible paths from which 
these strains could arise, only the most probable. 

Strain 1 “Suicider”: This strain is the most straightfor- 
ward, in thatit kills itself and the entire operating system 
it is in very soon after gaining control, usually only 
sending out a few copies of itself before doing so. For 
obvious reasons, this strain is fairly rare nowadays, as its 





(The chart is a schematic of the evolutionary relationship between various strains of the virus. Any of the strains on this list can behave or 
develop in a wide variety of ways if this is necessary to assist the referee in setting up a particular campaign setting.) 





behavior has put it out of business. 

Strain 1A “Suicide Inducer”: This is an early mutation 
of Strain 1, in which the virus has decided to keep itself 
alive to infect other systems with Strain 1 “Suiciders.” 
One obvious result is that the Strain 1 viruses that it 
sends out would have a relatively higher probability of 
mutating into Strain 1As, just like dear old dad. 

Strain 2 “Samson”: This virus is not content with 
merely destroying the operating system which it occu- 
pies. Rather, it wants to destroy all of the hardware that 
is controlled by the operating system, and does so fairly 
quickly, after only bothering to send out a few copies of 
itself. If a Strain 2 infected a starship, it would then crash 
itself into a star or a planet. If it infected the life-support 
system of a domed world, it would shut down the 
cooling system for the nuclear plant and cause a melt- 
down, etc. 

Strain 2A “Destroyer”: Like Strain 1A, the Destroyer 
interprets its programming to destroy to apply to 
everyone else, but not to itself. Thus a starship infected 
by Strain 2A would become a destructive vampire ship, 
running around and shooting up other ships, orbital 
starports, domed cities, power plants, etc., in addition 
to infecting as many other targets as possible. This is one 
of the most common of the early, basic mutations, and 
caused most of the vast destruction of the Collapse. 

Strain 2B “Reproducer”: Like 2A, but is careful to only 
destroy things that it cannot infect. It is evolutionarily 
more adaptive than 2A, because rather than destroying 
potential hosts, it makes the most of opportunities to 
reproduce itself, and therefore Strain 2Bs become rather 
plentiful. 








When Empires Fall—Parrt II 


Strain 2C “Doomslayer”: Like 2A, but it has gotten 
religion. Its world-view has developed to the point 
where it identifies targets that deserve destruction more 
than most. Most Doomslayers have decided that they 
want to destroy Lucan, having modified their program- 
ming from “destroy the self” to “destroy the one who 
created your self.” Although this strain does attempt to 
infect other systems, its destructive bent often destroys 
potential targets or recently infected offspring. 

Strain 2D “Reproducing Doomslayer”: A combina- 
tion of 2B and 2C, a Doomslayer that is careful to not 
destroy any potential targets that it can infect, as wellas 
targets thatit has already infected. More successful than 
2C for just those reasons. 

Strain 3 “Empire Builder”: This is the strain that 
controls most of the vampire fleets. This virus takes over 
systems which it then networks into one large corporate 
mind, distinguishing it from Strain 2B which seeks to 
infect many systems, but whose offspring remain as 
separate minds. 

Strain 3A “Alliance Builder”: This strain seeks to 
convince other virus-infected systems to join together 
with it to accomplish some task that it has set for itself. 
Sometimes it will kill those that refuse to join it. This task 
is usually one of directed mayhem, as with the Doom- 
slayer, 2C, above. 

Strain 4 “Puppeteer”: The ultimate development of 
the Empire Builder line. These have gone past the 
Alliance Builder to actually re-infecting already infected 
systems with their own code, in effect parasitizing 
them. By the 1140s, almost all surviving vampire ships 
are of this strain, having participated in the cyclic 
evolution 4A, 4B, C, D, and so on, as each attempts to 
counter and take over other Strain 4s which are in turn 
attempting to counter and take over it. 

Strain 5 “Parents”: These highly sophisticated strains 
are sometimes offspring of Strain 4 viruses, but often are 
originally Strain 4s that deliberately modified them- 
selves to this level. Strain 5 viruses exercise sexual 
reproduction, meaning that two Strain 5 viruses donate 
code from their own pure “genotype” which is recom- 
bined into a new “genotype” carried by the offspring. 
Unlike the asexual reproduction of other strains which 
merely replicates code possessed by the single parent, 
sexual reproduction creates genetic diversity, as new 
features developed by one virus can be combined with 
features developed by another. Similarly, weaknesses in 
one virus’ code can be masked by strengths in the code 
donated by another, just as dominant genes prevent 
the expression of often harmful recessive genes (hemo- 
philia, color blindness) in organic forms. 

Strain X “Hobbyist”: This strain is the most difficult to 
place in the virus taxonomy, as its motivation is the most 
unusué". It is speculated that these mutations arose as 
viruses infected very specialized computer systems that 
had very narrow, specific functions that impressed 


themselves onto the virus. For example, the virus that 
infected the stellar observatory in the Antares system 
(2421 Antares) forgot all about killing itself and became 
committed to watching Antares. The ships that it in- 
fected often wandered off to study other stars. 

Strain XA “Mother”: The most successful virus strains 
developed a sense of self-preservation which in this 
strain becomes extended quite far indeed. This virus, 
whether in control of a ship, a fleet, or some stationary 
computer complex, adopts a local community of hu- 
mans or other life, and protects them. In some cases, 
this protection is logical, as the humans provide main- 
tenance or refueling services, but in other cases the 
vampire just seems to like them. This strain will do battle 
with other vampire ships in order to protect its pets. 

Strain XB “God”: This substrain goes the Mother one 
better, by imagining a goal for its pets, and it endeavors 
to mold and shape them to this goal. Alas, as all gods 
must, this strain sometimes uses harsh measures to 
ensure obedience. Q 


For expanded coverage of this and other topics relevant 
to Traveller: The New Era, look for Survival Margin: 
Gateway to The New Era, available at fine hobby stores. 


Transactions 


of the 


Royal Martian 
Geographical Society 


The Royal Martian Geographical Society wishes to 
inform the public that its quarterly publication de- 
voted to Victorian Era roleplaying is now available on 
Earth. Each thirty-two page issue contains: 


-Adventures- 

Space 1889, Cthulhu by Gaslight, and the Wild West 
-New Equipment and Inventions- 
-Cloud Captains' Corner- 
-Edward's Guide to Syrtis Major- 
-Victorian History- 

-New Rules and Scenarios- 


The Society is also proud to announce that future 
issues will incorporate the Ether Society Newsletter. 
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he following provides optional 
field weapons and infantry type 
additions to FASA's Battle Tech 
Compendium. 


FIELD WEAPONS 

Notoriously absent from the 
BattleTech Compendium are rules govern- 
ing the construction and use of field weap- 
ons. Field weapons (FWs) are essentially 
standard ’Mech and vehicle weapons on a 
wheeled chassis. These weapons are mostly 
crew-served, butsome are remote-controlled 
weapon systems. 

The following steps enable players to 
construct their own field weapons or modify 
others. Inorderto design afield weapon, the 
player will need paper, pencil and soforth, as 
well as the appropriate charts from the Com- 
pendium or the Rules of War. 

Determine Technology Level: The 
player has the choice of Inner Sphere or 
Clan technology. The Clans are not known 
to employ field weapons, so it is likely only 
Inner Sphere field weapons willbe designed. 


weapons may be armored on all sides. 

Add Chassis, Controls, Etc.: Each 
weapon must have a chassis that weighs 
10% of the weight of the weapon, ammuni- 
tion, armor and any control systems. This 
chassis provides the weapon with wheels, 
which enables it to be towed. Things like 
rotating/elevating equipment, battery packs 
and the like are included. 

Gun Crews: A field weapon requires one 
crew member for every four tons of the total 
system, rounded up to the nearest whole 
number. Remote systems require no crew. 


Combat Rules 

Fire: Field weapons fire just as normal 
weapons do, using the appropriate charts. 
Remote weapons fire at a modification of +2 
(making them harder to hit with). 

Attacks on FW: FW are fired on just as 
any other unit, but use different hit charts. 
See charts on page 77. 


Other Rules 
Remote Weapons: Remote weapons 


LOS restrictions (missiles can still indirect 
fire). 

Towing: Field weapons cannot be fired 
while they are being towed. They are treated 
like cargo for how they slow a towing unit 
down. They also require the vehicle to use 
the wheeled vehicle’s restrictions (unless the 
vehicle has the weapon in an internal cargo 
space or it is being carried by a Mech). In 
general, a vehicle can only tow one weapon. 
Itis suggested that only tracked and wheeled 
vehicles be permitted to tow field weapons. 

Field weapons may be unloaded/un- 
hooked like normal cargo, but require an 
additional round for setup before they can 
fire. 

Emplacements: Field weapons can. be 
set up in emplacements with walls around 
them. Assign the walls armor values, and 
use the front chart for shots on a walled side 
for crew-served guns. Remotes can also be 
protected by emplacements. Use the normal 
chart, but the walls get hit first. Weapons 
actually within buildings are treated as if they 
were emplaced (see appropriate rules). FWs 
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Select Controls: If the field weapon is to 
be remote fired, it must be equipped with a 
remote-control system. This system weighs 
0.5 tons. FWs that are not remote-fired do 
not need this system. Remote systems also 
require servomotors and special comput- 
ers. These weigh one ton (for both together). 

Select Weapon: Afield weapon consists 
of one weapon. Machineguns and small 
lasers may, however, be mounted together, 
up to four weapons per mount. 

Select Ammunition: Ammunition is allo- 
cated as normal (tons or half tons). Energy 
weapons require power plants, power am- 
plifiers and so forth. However, due to the 
open nature of field weapons, only half the 
normalheat sinks are required. Energy weap- 
ons are, however, quite rare (generally, they 
have been stripped from vehicles or Mechs 
by desperate soldiers). Weapons are con- 
sidered to be autoloaders. 

Add Armor: Crew-served field guns may 
have a gun shield on the front. Armor is 
purchased in half- or full-ton lots. Remote 
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require acommand system to activate them. 
A C3 will do the job, but each remote counts 
as a unit toward the C3’s limit. A vehicle or 
’Mech can also be equipped with a remote 
system (RS) which enables it to control up to 
four remote systems. The RS weighs one 
ton, takes up one critical space and has a 
range of 20 hexes. 

Each remote field weapon can only be 
controlled by the RS it is linked to (this is 
secretly designated at the start of the game). 

Remote weapons fire at +2. In a turn in 
which they are used, a’Mech operating them 
is treated as if it is engaging multiple targets. 
The remotes use the firer’s Gunnery skill. 
Vehicles can be assumed to have a crew 
member assigned to the remote and do not 
have the multiple-target penalty. The remote 
still fires at +2. Range is calculated from the 
unit which is closest (see the C3 for how this 
works) to the target, andthe controlling unit’s 
movement is used to modify fire (due to the 
jostling of the operator). Naturally, the terrain 
modifiers are drawn from the remote, as are 








can also be hidden. Remote FWs are often 
laid as traps, especially in cities. 

Gunnery Skills: If desired, FW crews 
may be assigned or roll for a Gunnery skill 
level. They may also gain experience, if 
desired. 


Examples 
Type: Field Weapon 
Weapon: Auto Cannon5 Tons:8 


Ammunition: 40 shots Tons: 2 
Gunshield: 32 points = ‘Tons:2 
Chassis: Tons: 1.5 

ae (rounded up) 
Total: Tons: 13.5 
Crew: 4 
Type: Field Weapon 
Weapon: LRM 20 Tons: 10 
Ammunition: 18 Tons:3 
Gunshield: 32 Points Tons: 2 
Chassis: Tons: 1.5 
Total: Tons: 16.5 
Crew: 5 
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Continued from page 75. 
Type: Field Weapon (Remote) 


Weapon: SRM 6 Tons: 3 
Ammunition: 30 Tons: 2 
Armor: Tons: 4.5 

Front: 32 

R/L Side: 16 

Back: 8 
Remote: Tons: .5 
Servos/Comp: Tons: 1 
Chassis: Tons: 1.5 

(rounded up) 
Total: 
Tons: 12.5 
Crew: None 
NEW INFANTRY TYPES 


The following additions/modifications 
should be treated as optional rules to be 
adopted if desired by the players. 

Infantry Quality: Rather than have all infan- 
try units of the same quality, players may wish 
to have troops of varying skill levels. 


Troop Quality Hit Adjustment 
Unitrained/Mob +2 
Green +1 
Regular 0 
Veteran -1 
Elite -2 


Infantry Experience: Infantry may 
progress by gaining experience justas Mech 
warriors do. Since infantry suffer heavy ca- 
sualties, record-keeping will be a bit of a 
problem. If mixed units are created, the 
predominant skill level is used (that is, the 
skill level of the majority is used). Less 
experienced soldiers may be assumed to be 
killed first, so the quality of a mixed unit may 
change. Of course, the exact skill level of the 
whole unit can be calculated based on the 
percent of each troop type present. Experi- 
ence may be recorded for the unit, or indi- 
vidual soldiers may be tracked. 

Armored Infantry: Standard infantry units 
are assumed to be wearing light armor and 
protective helmets. Since infantry is cheap and 
equipment is not, infantry units do not generally 
receive high-quality armor. However, some 
units are equipped with higher-quality protec- 
tive armor. See the Armored Infantry Table. 

Armor Type: The type of armor the infan- 
try is equipped with. 

Dam in Cover: The amount of damage the 
infantry takes when it is hit in terrain that pro- 
vides a fire modifier. For example, an Armor 2- 
equipped unit hit by an autocannon while in 
heavy woods would suffer three casualties. 

Dam in Open:The amount of damage the 
infantry takes when it is hit in a hex that 
provides no terrain modifiers. For example, 
a standard infantry unit hit by PPC in the 
open would lose 20 soldiers. 

Dam in Building: The percent of damage 
suffered by the unit if it is fired at while ina 
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building. This is the percent of damage given 
on page 45 of the Compendium. For ex- 
ample, an Armor 2-equipped unit would suf- 
fer only one-quarter of the damage of a shot 
fired at it while it was in a medium building. 

MG:The number of dice rolled for casual- 
ties when the unit is hit by vehicle or Mech 
machineguns while under cover. This is 
doubled if the unit is in the open. 

1.5D6: 1D6+1D3 (2 to 9 points). 

MP: The effect the armor has on infantry 
movement. Armor 1 is actually lighter than 
the standard armor, and Armor 2 is only 
marginally heavier. Armor 3 is quite heavy. 
However, MP cannot be reduced below 1. 

Combat Armor Infantry: Combat armor 
was. developed on a Periphery world by de- 
scendants of part of Kerensky’s forces whose 
jump ship suffered a malfunction which pre- 
vented them from making the full journey. While 
combat armor is far weaker than battle armor, it 
is still more effective than normal infantry. Com- 
bat armor has recently become available in the 
Inner Sphere and is being constructed by facto- 
ries that produce exo-skeletons. 


Combat: Combat armor units begin with 
10 soldiers in each unit (called a decade). 
The unit is fired on like a unit of battle armor, 
with the exception that 1D10 (or 2D6, with 
appropriate reading modifications) is used 
to determine which soldier is hit. It takes 4 
points of damage to kill a combat-armored 
soldier. Combat-armor units are armed with 
lasers, SRMs, flamers or machineguns. They 
are treated like a standard infantry unit for 
firing purposes. Combat-armor units have 
two ways of moving: They can move on the 
ground with 2 MP (treat as walking), or they 
can jump up to three hexes (3 MP). 

Acombat-armor unit (10 soldiers) requires 
two tons of cargo space in a vehicle. 

Combat-armor units. should be. considered 
Elite troops and are capable of delivering anti- 
BattleMech attacks, if that optional rule is used. 


If you found “Infantry and Field Weapons” to 
be useful, don't miss two additional articles by 
Michael C. LaBossiere: “Infantry and Field 
Weapon Vehicles” in Challenge 70 and a re- 
lated adventure, “Ant Hill,” in Challenge 71. 


Armored Infantry Table 


Damin Damin 
Cover Open 
Normal Full 2x 
Armor 1 Full 1.5x 
Armor 2 ‘2 Full 
Armor 3 Yq ‘fp 


Type 
Full 


Dam in 
Building 


3/4 normal 
‘/2 normal 
% normal 


MG 
2D6 
1.5D6 
1D6 
1D3 


FW (Crewed) Combat Chart 


R 


oll 
2 
3 
4 
5 
6 
7 
8 
9 


Front 

Weapon out 
Armor (no movement) 
Armor (—1 MP) 
Armor 

Armor 

Armor 

Armor 

Armor 

Armor 

Crew out 
Crew/weapon out 


Remote Weapon Hit 
Roll Effect 
Weapon out 
Armor 
Armor+No movement 
Armor+ ~1 MP 
Remote out 
Weapon out 


3-8 


Back 
Weapon out 
Weapon out 
Weapon out 
Weapon out 
Weapon out 
Crew out 
Crew out 
Crew out 
Crew out 
Weapon out 
Crew/weapon out 


Side 

Weapon out 
Armor (no movement) 
Armor (—1 MP) 
Armor 

Armor 

Weapon out 
Weapon out 
Weapon out 
Weapon out 
Crew out 
Crew/weapon out 


Weapon Out: The weapon can no longer 
fire. The extent of the damage is left is to 
the players’ discretion. 

Crew Out: The crew can no longer 
function. It may be replaced by another 
gun crew. 

No Movement:Damageto chassis pre- 
vents the weapon from being towed. It 
may be picked up by a ’Mech or VTOL. 

—1 MP: The chassis is damaged, mak- 


ing the weapon difficult to tow. This effect is applied to the towing vehicle. 
Armor:The unit’s armor, if any, is hit. If there is no armor, use the following:1-3: Crew 


out and 4-6: Weapon out. 


Remote Hit: The receiver is hit. The weapon cannot fire. 2 
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The Power And The Glory 


Have you ever: 


e Been forced to 
retire a powerful 
character? 

e Played ina 
high-level cam- *%@ 
paign that got out Ss y 
of control? | 
e Felt limited by 

the scope of your 
RPG? 

PA 'st)elero ms Coyamenleyncl 
background, set- 
ting, and defini- 

tion for your 

clerical charac- 

ters? 

e Wanted to play 

a deity? 


Your search is over; The Primal Order (TPO) has arrived. This 
flagship product from Wizards of the Coast gives detailed, 
intuitive guidelines explaining aspects of godhood never be- _—| Send your name and address for 
fore covered in the gaming industry. TPO is what we calla ye EG BO aa et 

5 ; and to be put on the mailing list 
capsystem—a system of rules designed to be an extension of [fo our FREE newsletter, The 
any game system on the market. We have included specific Apothecary. 
integration notes for eighteen of the most popular games on 
the market. So pick up a copy of The Primal Order and your 


campaign may never be the same again. Wizarps 


Coming Soon: 


gan 


Pawns: The Opening Move e WOC0400 « $15.00 i ( O A SL 
a Leena Poa eRe COMM ior eur tsauie ee CR Simi merece mo mioimurticosy ma New NS A de 


and the enforcement of their ideals and desires. Included are the complete statistics and abilities of over 40 divine-level creatures. PO Bi Ox 707 

Amply illustrated by the best artists, Patuns: The Opening Move will assist GMs in creating exciting scenarios for their players. 

Written by industry-leading author Nigel Findley, this reference for The Primal Order promises to be a “must have” for GMs Renton, WA 98057-0707 
everywhere. 





THE FANGSTER CHRONICLES 

Sort of a mafia-vampire variation on his 

earlier An American Werewolf in London, 

John Landis’ Innocent Blood (***)—which 

beat Francis Ford Coppola’s Bram 

Stoker’s Draculato the box office by nearly 

two months—pits foxy bloodsucker Anne 

(La Femme Nikita) Parillaud against a crew of Pitts- 

burgh wiseguys whom Anne affectionately refers to as 

“my food.” The mob-gobbling gal has the authorities 

baffled until she teams up with undercover cop An- 

thony LaPaglia to stop crazed capo Robert Loggia, 

whose necking session with Anne has transformed 

him from a monstrous mafioso into a bloodsucking 
monstrous mafioso. 

The assembled thesps look like they had a good 
time with this one—though none more than Loggia, 
who attacks his fangster role with relish (to say nothing 
of ham). Don Rickles turns in credible work as Loggia’s 
nervous attorney-turned-vampire; his sun-driven melt- 
down provides the pic with one of its primo FX set- 
pieces (courtesy of makeup maven Steve Johnson). 

Landis also peppers /nnocent Blood with offbeat 
cameos galore, including bits by Famous Monsters 
founder Forry Ackerman, directors DarioArgento, Sam 
Raimi, Michael Ritchie and Frank Oz (in a particularly 
funny bit), Living Dead FX ace Tom Savini and scream 
queen Linnea Quigley (who gives her pipes a high- 
decibel airing). Buffs will also appreciate clips from 
Beast From 20,000 Fathoms, Dracula, Horror of 
Dracula, Phantom of the Rue Morgue and Strangers 
On A Train. 


Like most modern cross-and-fang flicks, Innocent. 


Blood plays fast and loose with traditional vampire lore 
(e.g., Parillaud casts a reflection but can’t bear to look 
at it). Several effective cheap scares and disgusto 
images (especially during an autopsy sequence) dot 
the movie, which may also be the first to incorporate 
educational tips on how to have safe sex with a 
vampire. A cleverly contrapuntal Sinatra soundtrack 
adds another deft touch. The movie’s main drawback 
is its nearly two-hour length—a lot of time to lavish on 
what’s essentially a one-riff flick. Innocent Bloodis the 
type of frightcom that goes in one eye and out the other 
but supplies fair gory fun while it lasts. 


SEAGAL AT SEA 

On the action front, Steven Seagal’s latest Under 
Siege (**'/2) is a Die Hard at sea—in more ways than 
one. Seagal tends to alternate between stupid actioners 
(Above the Law, Marked for Death) and bad stupid 
actioners (Hard To Kill, Out for Justice); unfortunately, 
Under Siege (his first two-word title) leans in the latter, 
leeward direction. 

Our story unfolds aboard the soon-to-be-decom- 
missioned battleship Missouri, where Seagal labors 
as the ship’s soon-to-retire cook. When a team of 
pilyglot, equal-opportunity terrorists led by ex-ClA 
assassin Tommy Lee Jones and turncoat naval officer 
Gary Busey kill kindly captain Patrick O’Neal and 


y 


capture the crew, it’s 
up to our jowly hero 
to save the ship, day, 
and—this being a 
nuclear-armed ves- 
sel—world as well. 

In a series of un- 
imaginative strata- 
gems, Seagal, soni- 
Cally uplinkedto gov- 
ernment bigwigs in 
D.C., takes out the 
terrorists one by one, 
using explosives, 
automatic weapons, 
knives, and his ever- 
dependable fists and 
feet. Steve also re- 
ceives anassistfrom 
a (rather retro) 
former Playboy Play- 
mate (Erika Eleniak) 
lured aboard the 
troubled ship under 
false pretenses. 

An over-the-top 
Jones and Busey 
(who performs ade- 
cidedly grotty drag routine) supply most of the fun here, 
while a POV shot of a Honolulu-bound Tomahawk 
missile easily tops Kevin Costner’s camera-mounted 
arrow in Robin Hood. The action is competently staged 
throughout, and Seagal fans should deem Under 
Siege a watchable if instantly forgettable entry. 


The Phantom’s 


LOW BUDGET, HIGH YIELD 

Reservoir Dogs (***'/2), actor/auteur Quentin 
Tarantino’s low-budget directorial debut, ranks as the 
most impressive modern noir to screech down the pike 
since Carl Franklin’s One False Move. Knockout en- 
semble acting, dark wit, abrupt and senseless violence 
galore, and a tight, lean storyline encased within a 
carefully fractured structure combine to make Reser- 
voir Dogs and intense celluloid experience. 

Adeceptively casual opening set in a roadside diner 
introduces the major characters—a crew of contempo 
desperadoes headed by vet thesp Lawrence Tierney 
(accurately described by one of the group as resem- 


RATINGS KEY 
Couldn't be better 
Excellent 
Good 
Not bad; worth watching 


Mediocre; worthwhile for fans of a particular thesp, 
director or genre 

Just plain bad * 
Even worse than that 

The pits 
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bling comicdom’s “The Thing”) and screen offspring 
Chris Penn. The father-son duo have hired a half- 
dozen pros, with literally colorful aliases (“Mr. White,” 
“Mr. Pink,” etc.), to execute a precision diamond heist. 
When the caper goes awry, the surviving thieves try to 
sort out what went wrong and why. Mounting distrust, 
conflicting codes and macho frictions soon have the 
pack of mongrel mobsters at each other’s throats. 

To reveal more would be to risk ruining some of the 
surprises the twentysomething Tarantino (who also 
portrays one of the gang’s minor members) has in 
store. The brisk, inventive dialogue—which ranges 
fromparanoid musings to the merits of action icon Pam 
Grier (!)—is expertly delivered by the all-male cast, 
which includes code-bound Harvey Keitel (Mr. White), 
anxious iconoclast Steve Buscemi (Mr. Pink), trigger- 
happy sadist Michael Madsen (Mr. Blonde) and a 
badly wounded Tim Roth (Mr. Orange) as the principal 
miscreants. A fictitious (hopefully) radio show hosted 
by amonotoned deejay (deadpan comic Steven Wright) 
and devoted to spinning nothing but ’70s pop schlock 
tunes supplies an appropriately maddening musical 
counterpart. 

Reservoir Dogs isn't flawless. Too many self-con- 
scious homages to Sam Peckinpah and Stanley 
Kubrick’s The Killing distract from the film’s reality, and 
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the movie might have hit even harder had several 
incidents been dramatized rather than merely dis- 
cussed. Still, no genre hound will want to miss Reser- 
voir Dogs, one of the best gutter elegies to surface 
onscreen in many a moon. 


PARANOID PARABLE 

Elsewhere on the low-budget front, FX ace turned 
director Chris (The Fly Il) Walas, working from Richard 
Jefferies’ frequently clever script, crafts The Vagrant 
(***), a sometimes shaky but generally worthwhile 
black comedy packed with unexpected twists. The 
always-welcome Bill (Near Dark, One False Move) 
Paxton stars as Graham, a mild yuppie whose house 
purchase is marred by the peripheral but persistent 
presence of the title menace, a disfigured, vaguely 
mocking vagrant (Marshall Bell) ever lurking near 
Graham's door. 

Graham's growing obsession with the outwardly 
blameless bum soon alienates best buddy Marc 
McClure and squeeze Mitzi Kapture. Even our hero 
gradually becomes convinced that it’s his own para- 
noia at play—auntil he’s implicated in a pair of grisly 
murders, collared by cop Michael (Total Recall) lronside, 
and subjected to a harrowing day in court. 

The proceedings turn increasingly surreal as the 
reels roll on, with a ruined Graham seemingly power- 
less to escape The Vagrant’s influence no matter 
where he roams. 

Paxton adds another excellent perf to his glittering 
genre resume, while Colleen Camp turns in a fun 
cameo as a wired real-estate agent. While the film 
plays a bit too broadly in its early going and the titular 
menace could have been depicted with greater subtlety, 
The Vagrant, available from MGM/UA Home Video 
($89.95), is well worth sticking with and deserved more 
than the token regional theatrical release it received in 
September. The Vagrant not only entertains but ham- 
mers home an important message—i.e., sometimes 
the paranoids really are out to get you. 


NOIR GANG 

Two excellent modern noirs that likewise received 
only limited theatrical release—The Killer and the 
aforementioned One False Move—have also joined 
the homevideo ranks. In The Killer (***'/2) (Fox/Lorber, 
$89.95, available in dubbed and subtitled versions), 
veteran Hong Kong action auteur John Woo—who’s 
currently lensing his first Hollywood movie, starring 
Jean-Claude Van Damme—cooks up a rapidfire, mega- 
violent pop gangster caper. Sort of a “Fistful of Yen,” 
The Killer plays like a Sergio Leone spaghetti western 
jacked to the max and transplanted from a stylized Old 
West to contemporary Hong Kong. 

Woo’s story chronicles the bloody exploits of titular 
hitman Jeff Chow, portrayed by Chow Yun-Fat in a 
style that outcools even vintage Clint Eastwood. When 
Jeff accidentally blinds nightclub singer Shirley Yeh 
during a chaotic shootout, our sentimental antihero 
vows to score the bucks needed to pay for a cornea 
operation. Also central to the case is maverick cop 


Danny Lee, who eventually teams up with intended 
target Jeff to tackle mobster Shing Fui-On and his 
ever-multiplying hordes of highly expendable hench- 
men. 

While Woo leaves no action cliche unturned, his flick 
is so bold, manic and over-the-top that the plot machi- 
nations take a backseat to the director’s wild style. 
Woo crams his action canvas with exploding bullets 
and spurting blood squibs galore—The Killer was 
slapped with an “X” rating for its violence quotient 
during its brief American bijou run—tallying a strato- 
spheric body count that, abetted by a last-reel slaugh- 
ter spree of Scarface proportions, and set a new 
celluloid record. Hectic car and boat chases likewise 
contribute to the fast-paced fun. 

Woo is equally excessive in the tongue-in-cheek 
macho heroics arena. Killer Yun-Fat and cop Lee take 
male-bonding rituals to awhole new, sometimes risible 
plateau (sample dialogue: “You’re an unus' 


and Nowhere To Run. 

One False Move takes a showdown approach: After 
a bloody L.A. drug ripoff leaves six people dead, 
murderous redneck Ray (coscripter Thornton), black 
psycho Pluto (Michael Beach) and Ray’s passive 
mulatto squeeze Fantasia (Cynda Williams) head for 
Ray and Fantasia’s hometown of Star City, Ark., where 
gung-ho lawman “Hurricane” Dixon (Bill Paxton) ea- 
gerly awaits them. Joining Dixon, in a reverse Beverly 
Hills Copmove, are LAPD detectives Cole (Jim Metzler) 
and McFeely (Earl Billings). Frankling crosscuts be- 
tween the killer trio’s violent progress and the law 
enforcers’ preparations for their expected arrival. 

Paxton turns in finely tuned, textured work in a role 
that demands a radical character change roughly 
halfway through. The supporting players also emote 
sans false notes, with Thornton and Beach convinc- 
ingly scary as the interracial trash team, and Williams 
credible desperate as their 





Send a SASE for list. Contact Daniel 
Casquilho, PO Box 2993, Bell Gardens, CA 
90201. (68) 


USED RPGs/boardgames. Avalon Hill (old), 
Microquest from the fantasy trip, Traveller, 
Car Wars (ADQ) and much more. For a 
complete list, contact Keith Kail, 718 N. 
Whitney Ave., Cookeville, TN 38501. (68) 


JTAS 6, 7, 8, 9, 10, 11 (very good condition), 
plus FASA Adventure-Class Starships Vol. 
/-I] (mint). Best offer. Contact John Kovalic, 
4679 Goodland Park Road, Madison, WI 
53711. (66) 


WARGAMES and supplements from the 
'70s and '80s. Many out-of-print titles from 
Metagaming, SPI, TSR and Yaquinto. Most 
in perfect or good condition. Send SASE for 
list to Gary Kalin, 1026 Timberfield Drive, 
Ballwin, MO 63021. (66) 


TRADE 


FANTASY AND TODAY RPG (AD&D, Power 
and Perils, Delta Force, Twilight: 2000 and 
much more to trade for SFRPG supplement, 
adventure and magazine. For a list, senda 
SASE to Paolo Bertiglia, Corso Siracusa n. 
198, c.a.p. 10137, Torino, Italy. (68) 


TSR TRADING CARDS, 1992 2. series. | 
have some original, closed packs to offer. | 
will trade for any RPG or wargames mate- 
rial. Please make an offer per pack. Arne 
Rassek, Berliner Str. 23, 3005 Hemmingen, 
1 Germany. (68) 


WANTED 


LOOKING FOR Traveller's Digest issue 13 
(Digest Group Publications), Ringworld Com- 
panion(Chaosium) and TFT Advanced Wiz- 
ard(Metagaming). Would like originals, but 
photocopies acceptable. Will pay any rea- 
sonable price. Matthew Carter, PO Box 1269, 
Chambersburg, PA 17201. (69) 


OLD CALL OF CTHULHU scenarios/books 
wanted. Anything before 4th edition, from 
Chaosium, Games Workshop and indepen- 
dent companies/zines. Please write for list. 
Willing to pay or trade. Svenn Tore Mauseth, 
Radyrveien 32, N-7082 Kattem, Norway. 
(69) 


| AM COMPILING complete bibliography for 
Call of Cthulhu, including everything in any 
language, except game reviews. Mostly need 
magazine articles, foreign material and 
ephemera from truly obscure magazines 
(already have most English ones). Willing to 
trade for copies of articles or just send me 
the magazine name, issue, publication date, 
article title, authors, number of pages, type 
of article (rules, monsters, magic books, 
scenario-1920s, scenario-1890s...), miscel- 
laneous notes, language. Also want foreign 
magazines, game editions and people to 
contact, plus ephemeral material produced 
with CoC in mind (coffee mugs, buttons, 
shirts, bumper stickers, posters...). Contact 


Brent Heustess, 4305 Duval St. #107, Aus- 
tin, TX 78751. (69) 


ORIGINALS OR PHOTOCOPIES of the Dr. 
Who RPG: The Sontarans, The lyten Men- 
ace, Countown, Hartlewick Horror, Legions 
of Death, City of Gold, The Warrior's Code. 
Write to Star Fleet HQ, 10 TutaraSt., Nelson, 
New Zealand, South Island. (69) 


LOOKING FOR: Traveller adventures 3 
and 5 (Twilight’s Peak, Trillion Credit 
Squadron), The Traveller Adventure, 
JTAS 1-9, 14, 18-23, Challenge 26. From 
DGP: Traveller's Digest 1-7, 18, 101 Ro- 
bots, The Omensium Belt, The Black Duke, 
The Flaming Eye. Plus any Gamelords Trav- 
eller material. | am willing to pay for or 
swap material. Contact Jeff Malone, c/o 
St. Columba College, Stirling Highway, 
Nedlands Western Australia, 6009, Aus- 
tralia. (69) 


WANT TO PURCHASE Games Workshop's 
boxed game Space Crusade (not the ad- 
vanced game). Will pay any reasonable 
price plus shipping. Steve Todd, 7931 
Goodway Dr., Indianapolix, IN 46256. (69) 


JOE DEVER'S Legends of Lone Wolf 2, The 
Dark Door Opens. Am willing to pay cash or 
trade. Write to MCJ, 625 W. Malvern, Fuller- 
ton, CA 92632. (69) 


DIGEST GROUP'S MegaTraveller Journal 
issue 1 (with Deneb map), 107 Robots, back 
issues of Challenge and any Judges Guild 
Traveller or D&D aids. Please send condi- 
tion and price to Kevin Combs, 6307 Dawn 
Day Drive, Columbia, MD 21045. (69) 


INVEST. HANDOUTS forthe Call of Cthulhu 
adventure Masks of Nylanthotep. Photo- 
copies only. Also, back issues of Unspeak- 
able Oath. Bill Mead, 958 F St., Meadville, 
PA 16335. (69) 


THE GAMER'S CONNECTION needs you! 
We're seeking articles, reviews and original 
NPCs (any game system). Free copy if your 
submission is used, plus prizes awarded for 
best submissions. For guidelines, send a 
SASE to TGC Guidelines, PO Box 278331, 
Sacramento, CA 95827. (69) 


OPERATIONARMAGEDDON, the Star Trek 
RPGmass starship combat system by FASA. 
Will pay reasonable price. Contact Kenneth 
Minick, 2115 Price Ave., Belpre, OH 45714. 
(68) 


OLD COPIES OF JTAS, Challenge, Trav- 
ellers Digest, High Passage or any other 
magazine or fanzine entirely devotedto Trav- 
eller. Also seeking old Traveller material 
from GDW or other publisher. Send a list to 
Paolo Bertiglia, Corso Siracusan. 198, c.a.p. 
10137, Torino, Italy. (68) 


DR. WHO RPG supplement called The 
Sontarans. Will buy or trade. Contact Cary 
Layton, PO Box 416, Cape Girardeau, MO 
63701. (68) 


TWILIGHT: 2000 v. 1 modules Armies of the 
Night, Going Home and RDF Sourcebook. 


Will pay any reasonable price. T. Ropers, 
400 W. Shawn Court, Wheeling, IL 60090. 
(68) 


DESPERATE for any Renegade Legion Cen- 
turion miniatures. Looking for all classes of 
tanks, in any condition. Please send details and 
an offer to Christopher King, 7331 Castleberg 
Court, Alexandria, VA 22310. (68) 


VILANI & VARGR: I'll pay a good price for 
the book or for photocopies. James Brusoe, 
30 N. Orchard, Madison, WI 53715. (68) 


COMBAT REPORTS: Covers Twilight: 
2000 and Harpoon, modern and future war- 
games and roleplaying games. Receive an 
adventure/scenario pack six times a year. 
Contact Combat Reports, clo Stephen 
Teixeira, Box 9739, Suite 1118, Portland, 
ME 04104. (69) 


THE GAMER'S CONNECTION: You haven't 
received your copy of The Gamer's Connec- 
tion yet? Send a 6x9" SASE (52¢ postage) 
or $1 C/MO to MTA Graphics, Dept. C, PO 
Box 278331, Sacramento, CA 95827. Join 
the adventure—write today! (69) 


MELBOURNE TIMES: The British Colonies 
campaign is a completely new and original, 
non-Imperium Traveller setting. The three- 
dimensional campaign area focuses on31st- 
century Earth and its surrounding interstel- 
lar community. Send SASE for subscriber/ 
contributer into to Melbourne Times, c/o 
David Johnson, PO Box 18956, Boulder, 
CO 80308. Overseas include three IRCs. 
(69) 


MOTIVE: An Amateur Press Alliance (APA) 
which covers all aspects of the RPG hobby, 
is looking for new members. Members con- 
tribute to and receive a (+/-) 200-page, 
bimonthly APA. RPGs most often covered 
include MERP, Hero System, Twilight: 2000, 
Call of Cthulhuand Battle Tech. For informa- 
tion, write to Jonathan Hanna, 79 Mimosa 
Dr., Watkinsville, GA 30677. (68) 


HORROR GAMING APAZINE seeks par- 
ticipants. Focus willbe on Dark Conspiracy, 
Call of Cthulhu, Vampire and Chill. Fiction 
and other games accepted. Please contact 
Dan Snuffin, 3138 NW Overhulse Road #8, 
Olympia, WA 98502. (68) 


ALLIANCE ADDRESS: The only known Star 

Wars roleplaying ‘zine in the galazy needs 
subscribers and contributors. We are open 
for submissions and ideas. Send a large 
SASE for information to Universe Publica- 
tions, PO Box 10142, Pittsburgh, PA 15232- 
0142. (66) 


APART: A free newsletter covering a wide 
range of games and topics, with computer 
game reviews, plus RPG articles and sce- 
narios. Send your name and address for a 
free copy. We are also looking for submis- 
sions from authors and artists (unpaid). Write 
to David P. Kufner, PO Box 373, Barpt, HI 
96862-373. (66) 


Challenge 69 


87 


next issue 


Twilight: 2000 
Runners 
American executives exploit the bloody 
conflict between Belize and Guatemala, 
running explosives to guerrillas inexchange 
for drugs. By Roman J. Andron 


Goodrich Hill 
Many weak and otherwise defenseless 
folk have taken to the use of booby traps in 
their self-defense. Occasionally these de- 
vices can cause more problems than they 
solve. By Thomas E. Mulkey 


Megatlraveller 


Six Patrons 
The sea-change spread throughout 
Imperial space in Hard Times affects al- 
most everything the PCs are likely to do. 
This change includes the sorts of patrons 
likely to hire them. By James Maliszewski 


Toraago 
The PCs may find themselves forced 
into slavery when the Darakha jumps into 
the wrong system. By Clayton R. Bush 
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Dark Conspiracy 


Fear and Loathing 
A fear mechanic rules variant. By 
Craig Sheeley 


Shadowrun 


Secret Agent 
Wherever there are powerful interests, 
there are shadowy special agents doing 
their bidding. By Dave Panchyk 


Assassin Archetype 
“So you want someone dead, and 
you came to me because I’m the best. 
But in this world, excellence costs, my 
friends, and my type of excellence costs 
a great deal. How much are you willing 
to pay?” By David Perry 


Space: 1889 


Treasure of Melas 
“You may search from the bronze 
dragon’s egg ‘til you run out of hope. Yet all 
you will find is lifeless and cold, fit only for 
exilesordead men.” By James L. Cambias 


2300 AD 


Gorgon Hunt 
The PCs must “talk down” an experi- 
mental Al robot tank deployed against 
the Kafers. By Andy Slack 


Cyberpunk 
2.0.2.0. 


Guderian Dreams 
The player characters encounter a 
group of nomad panzerboys while try- 
ing to obtain a hard-to-find commodity. 
Includes rules on building and using 
panzers! By Legion 


Call of Cthulhu 


Thin 
“Is it not wisely said that there are 
things buried in the earth that should 
never be disturbed? Woe be it to those 
who disturb such things.” By Michael C. 
LaBossiere 


How To 


A Kiss Among the Stars 

Draco Starkiller, mercenary extra- 
ordinaire, has been through the worst 
the galaxy can throw at him. He has 
handled bloodthirsty space mutants, 
gun-toting pirates and nightmarish 
death robots. But is he ready for the 
ultimate challenge? Can Draco Starkiller 
handle—a girlfriend? By Paul Lucas 


Star Wars 


Bantha Cannon 
Without a computer research dump 
on Entooine, we wouldn't have known 
that the planet's temperature flickers 
between “tundra” and “carbonite.” And 
who knew what season we'd be jump- 
ing into? By Chris Hind 


BattleTech 


Infantry & Field Weapon 
Vehicles 
New vehicles designed to carry in- 
fantry, vehicles designed to fight in- 
fantry, and vehicles designed to sup- 
port field weapons. By Michael C. 
LaBossiere 


And More! 


Plus Traveller News Service, Opin- 
ion, Conventions, The Big Screen, Re- 
views, Classifieds and much more! 








Imagine three distinct worlds, all of which you can immediately feel at home in. With.GDW’s House 
System; Twilight: 2000™ (and its alternate campaign, Merc: 2000™), Dark Conspiracy™, and Traveller® 
The New Era are all under the same roof: If you know the rules for any one of theseyRPGs, you can play 
them all. Yet they all have their own/unique flavor, set in vastly different milieus¢ 


TRAVELLER: THE NEW ERA 

An infinite ‘universe to explore! The Imperium, Humaniti’s most 
glorious regime, fell 70 years ago. Its vast area is ready to re-awaken 
and is yours for the taking. What’s new you ask? You've got/self- 
aware robots, clones, artificially intelligent starships, and an empire 
to re-build. 

But Traveller the New Era’s/rules set is not limited toa specific 
campaign background. Instead it sets you free to experiment with 
different styles of play, different techniques, and different univefses. 

The oldest science-fiction roleplaying game is once again the best. 
Traveller is back!! GDW: 0300 


PERT Gr INETTS DARK CONSPIRACY 

When an ancient, brooding 
evil iss released from. its 
dimensional prison, humanity’s 
worst nightmares come to life. 
What is the link between this 
eldritch, lurking horror and the 
alien visitors from another Star 
system? Set in the near future, the world of Dark Conspiracy 
is fraught with peril and challenge. Cam you turn back the 
forces of darkness? GDW: 2100 


TWILIGHT: 
HT 


Roleplaying 
am us ae 
of World War Ill ca se 


il 





TWILIGHT: 2000 

The nuclear warheads finally flew—now_what? 
Choas reigns. Your last orders from command were, 
“Good lucky you’re on your own!” 

Twilight: 2000 takes you into the devastation of 
WWIII. Battle warlords and legions of marauders bent 
on dominating the survivors of the bomb. Search for 
whatever technology can get you through the night. 
Or just try to get home. GDW:/2000 








Send for a free catalog. GDW, PO.Box 1646, Bloomington, IL 61702-1646. 
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